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-orn has been rescued from imminent
ankruptcy by Olivetti. The Italian elec-
troncs giant has bought £4m of Acomn
shares o give ita ™8 percent stake in the
company.

As part of a reflinancing package
Acom’s major creditors have agreed o
wrile off debts amounting to £7.9m and
the BBC will waive 50 per cent of
royalties owed over the past year.

Alex Resd, chairman of Acorn said,
“We were on the verge ol receivership
and if any of the parties involved in the
refinancing plan had not agreed the
receiver would have been called in.”

Alex Uboldi, an Olivemi executive
who has been in charge at Acorn during
the recent financial crisis said the
company was in “a stable condition”™

“The financial problems have not
impaired Acorn's major projects for the
future and new products are on the way.”

The firstof these, added Mr Uboldi, is
the Cambridge Workstation which
should be ready at the end of July.

Acorn has also announced the
appointment of a new managing director
He s Brian Long, 41, who has previously
held executive positions with Massey
Ferguson in Canada and Europe

The financial difficulties mt Acorn
have cast doubt over the future of the
BBC, BBC B+ and the Electron but
Herman Hauser, deputy chairman of
Acomn stated, “"We have a continued
commitment to BBC machines and a
number of add-ons arc in the pipeline.”

Mr Hauser declined to confirm or
deny whether production of the BBC
would cease in the near furure but said,
“The main emphasis will be on the BBC
B+

As part of the new deal with the BBC,
“Acorn has agreed 1o continue to intro-
duce new models in the future.”

Alex Reid commented that the Elec-
tron “was still being made and delivered
to suppliers.” He added, “'We will con-
tinue to provide support for the 200,000
Electron owners.”

Seven Amencan eenagers hawe been
arrested and charged with using their
home compulers o hack into a top secret
military compuler sysiem

The hackers, whose computers and
software has been scized, also re-
programmed a communications saiel-
liee’s position and disrupted telephone
calls on two continents

The case has caused concern over
national security and inspired com-
parisons with the film “War Games™ in
which a home user gains access to
Amencan Strategic Command com-
puters and almost sets of World War [I1.

Alan Rockoff, the lawyer prosecuting
the case saud, “It's like “War Games' only
it's real life. It's happening today. They
got into a defence command computer
and in that program were direct lines o
the supervisors of sensitive sections of
the armed forces.”

and

HCW bugs . . .
Wunda-worm

Beezy Bee

War Games a reality?

The case raises gquestions aboutl Bri-
tin's military computers’ vulnerabality
to illegal entry. A Ministry of Defence
spokestnan told HOW that the MOD
were aware of the case. “We keep in
touch with developments and see what
lessons can be learnt,” he said, “but we
are confident that our classified data is
adequately protected.”

Another chance

to save 50p
on Tronix

. membership




you can’t Sjt s{ill when playing

Guide bouncy ‘Thing’ through this underworld fantasia searching for the armoury to equip himself
carefully for the final encounter with the evil Toy Goblin.
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Soapbox

After all the unholy glee in
some sections of the computer
press at the failure of the first
Acorn, then Sinclair Research,
there has followed a time of

sombre serious c:d_imri;fnis
reminding us that Sir Chve
is the father of the mass

consumption computer market
and that we should all be
grateful to him, which 1s true.
The failure of the QL to attract
a large consumer base is often
cited as one of the problems.

With the exception of the
QL, 1 bought everything
Sinclair announced as soon as it
was available on mail order...
and | learned. | had to wail
months for it with my money
frozen: when it arrived, it didn’t
work. When [ relied on i, |
couldn’t get loan eguipment,
and the names and phone
numbers of the ladies in
Customer Relations at Cam-
bridge and Camberley were
engraved my on telephone bill
and | learned that *‘immedi-
ately’” usually meant in two
weeks, and ““two weeks' meant
almost never.

Non *‘Sinclair-people’™” need
not feel self satisfied either!
Remember the equally shameful
BBC Micro introduction, or the
continuing saga of faulty
Commodores? Could it be that
the computer bubble hasn't so
much burst, but been squeezed
by the arrant complacency of
the manufacturers to the extent
that the enthusiasts who have
alwayvs formed the bedrock
have become older, wiser and
won't get fooled again, no
matter what the name on the
micro? .M. (Software reviews)

War games — is it real?
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At the Show

You will all be aware, by now,
that the PCW show is due to
blast off in early September and
a number of companies are
aiming to have new products
ready for the event.

We will bring you the details
and whiffs of gossip as soon as
we gel them. So look out for
this column with all the up-to-
date information.

Mikro-Gen have a brand new
product concept, that will be re-
vealed and demonstrated at
PCW. At its basic level it is a
soft and hardware combination
for the 48K Spectrum that will
give the machine a 56K total
user memory. The first game to
make use of this package will be
Shadow of the Unicorn, an arc-
venture which would have been
impossible to write on the un-
expanded Speccy.

The pack will contain a book,
the add-on Rom unit shown
here and a cassette containing
the rest of the program. Besides
the Shadow of the Unicorn, the
ROM will also have a tape
alignment routine that is in-
stantly loaded by simply plug-
ging in the add-on and a micro-
drive routine to allow you to
load the other part of the pro-
gram from your microdrives
and therefore save all that time!

The price of the complete
package is, wait for it, just
£14.95, or thereabouts. Sounds
like good value to us but we will
review It as soon as we can,

Virgin Games tell us that they
aren't going to be at the show
but might be appearing in your
homes soon enough. I'll let you
try to work out how.

They are currently working
on a new game featuring a
1950’s comic book hero. Now
who could that be? Answer next
week and positively no prizes!
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Meet us there!

You will be fully aware by now
that the Personal Computer
World hits town from 4-8th
September.

The show, which will be at
the Olympia Exhibition Halls,
Is probably the biggest in
Britain and features all the big
names, Britain’s biggest name
In computer magazines, Argus
Specialist Publications, will also
be having a stand... part of
which will feature your wvery
own HCW.

We thought that we would
take this as an opportunity to
meet our readers and after
weeks of begging, Argus have
agrecgl to unlock the foot
shackles and let us out of the
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dungeon,

S0 for the three public days
of the show, Friday, Saturday
and Sunday, someone from the
editorial team will be on the
stand to answer your guestions,
compliments and listen to vour
complaints.

It will provide a chance to
hand in your Hi scores (with a
picture we hope), give us vour
bouquets and brickbats and
even to meet Ron Complex. In
fact we will arrange it so that
any reader who correctly
identifies Ron Complex will win
a prize!

Please don’t bring vour pro-
gramming problems though, we
can handle them by letter much
faster and with more detail.
Don’t forget to say hello!
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Software Update

It seems to be a week for BBC and Electron users judging from the 5L DL

new releases. That isn't too much of a surprise with the Acorn . o

Show being so close! U299 0 0774 i |
Wl €. B

I -

The releases from Vannin software are all educational programs
aimed at junior aged children with BBC machines. They are only
available by mail order at the moment. We hope to have reviews of
them soon.

Bevan Technology, who recently introduced the BBC bridge
interface module, has waded into the software market with five
new BBC titles. All are arcade type games and a few are reviewed in
this issue of HCW. It claims that the games have a very high
addiction level but check this outl on our review pages.

Sparklers is effectively doubling its range with the release of its

four new titles. All are in Il:he £2.50 price bracket and hope to TR < :,,.‘i. i TXY d\.-*-. 3
capture the pocket money market. << T ¥E € WY

The most interesting title looks to be St Crippens where you are _ :"'-'.'rl . e ate *\A o
admitted to the worst hospital in the world. The aim of the game is L L. T s & 'S & N

to escape from the ward, find a new set of clothes and avoid all the PEPaEpre b Foul PEErrrepbbd Pou!
medical “‘help’’ that pursue you. There is even a genelic
engineering department with all its attendance terrors to avoid.

English is getting all excited about its new Chop Suey game
which it claims to be the first Atari Kung fu game programmed at
this side of the big divide. The game has all the usual features with
“surprises of the animal variety’’ — the mind boggles as to what
they could be.

Vannin Software, 133 Boroughbridge Rd, York YO2 6AA
Bevan Technology, Gresham Chambers, 14 Litchfield St

Wolverhampton WVI1 1DG
Sparklers, 296 Farnborough Rd, Farnborough, Hants GU14 7NF

English Software, 3rd Floor, 1 North Parade, Parsonage Gdns,
Manchester M&0 1BX

Title Machine Price Publisher
Beta-Base Utilities BBC £12 (Disc) Clares
Kayak C64 £2.50 Sparklers
Merlin Cod £2.50 Sparklers
Desert Burner Spectrum £2.50 Sparklers

St Crippens Spectrum £2.50 Sparklers
Chop Suey Atari £8.95 English
Williamsberg Adv 3 Enterprise £3.95 Microdeal
Ultimate Adv 4 Enterprise £3.99 Microdeal
Castle Dracula Adv 5 Enterprise £3.99 Microdeal
Spider Speller BBC £5.00 Vannin
Facts of Europe BBC £5.00 Vannin
Racecount BBRC £5.00 Vannin
Laser Attack BBC £5.00 Vannin
Double Turn BBC £5.00 Vannin
Golden Maze BBRC £5.00 Vannin
Bolder Dash Amstrad/Atar £9.95 Mirrorsoft
April Showers BBC £7.95 Bevan Tech
Aabatron BBC/Electron £7.95 Bevan Tech
May Day BBC £7.95 Bevan Tech
One Last Game BBC/Electron T Bevan Tech
Digital Defender BBC £7.95 Bevan Tech
Covenant Spectrum £6.95 PSS
Bio-Defence Atari £9.95 Tymac

N/

MUP s
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All-Points-Bulletin
Yes, this is an APB from HCW
to all Atari-48K-users who

Cnrd-Fﬁwer

Micro Power, the publishers of
the successful BBC game Castle
Quest (a more complex s.equel
for a variety of machines
follows in the Autumn) are now
producing hard and software
for the Amstrad in their
Superpower range. _
Immediately available is a
cased sideways Rom-card for

the CPC 464 which allows the
user to fit up to seven sideways
roms acting as fr::_regmund.
background or extension roms.

The card simply fits straight
onto the back of the machine
and is priced at £39.95 plus 95p

p+p.

Micro Power, Northwood Hse,
North St, Leeds L57 2AA

The Superpower Sideways Rom-card
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fancy using their literary skills
to review software for us.

All vou need do to join our
ranks of software Shakespeares
is to send your details (name,
address, machine and any rele-
vant experience) to Kerry
Fowler at the HCW offices and
we'll take it from there.

HCW, No. 1 Golden Sq, London
R 3AB

A Little Light-Music

If you're a music-lover and
appreciate the sounds of Duran
Duran through to Haydn then
Hybrid Technology's latest
audio cassette will have you
singing their praises.

The 40-minute tape was pro-
duced with its Music 500
synthesiser for the BBC, and
according to Hybrid, will allow
you to enjoy the benefits of a

complete orchestral sound
without a studio full of
equipment.

‘“*An Evening in the

(,‘umpar]y of the Music 500
Synthesiser’’ is available direct
from Hybrid and costs £1.95,

Hybrid Technology, Unit 3,
Robert Davies Ct, Nuffield Rd,
Cambridge CB4 1TP.

Testing-Times

Amstrad Consumer Electronics
came out with lowest percent-
age return on faulty machines in
a recent survey by a chain of
computer centres in the North-
West of England — with 1.8%
being returned.

In the same survev, which
Sinclair dismissed as unrepre-
sentative, Commodore returns
were 17.4%, BBC ‘B’ 17.4%
and Sinclair Spectrum 30.6% —
as opposed to their own figure
ti'}g”“amund 12.5%"", (HCW

These figures were arrived at
from ‘dead on arrival' stock
and did not include machines
returned after 30 days purchase,

Amstrad, who has been in the
computer market for just over a
vear, produces the CPC464 and
CPC664 and are obviously
pleased with the results of this
particularly survey,

Disc Drivers

Mr G Pomery, an HCW reader
from north of the border, will
be speeding his programming
very soon, when he receives his
prize in our Disc Drive
Competition.

His entry was the first out of
Bryan's small hat (there were
only five envelopes in it)
which listed the same order of
letters as the Editor. The win-
ning order was A,D,F,C,B,E.

The 20 runner-up prizes go 1o
those readers with the letters
nearest to the winning combina-
tion. Roland in Space was
chosen by: K Chua, Birming-
ham; [ Pigney, Brentwood;
Paul Leonard, London; D
Greenhalgh, Altrincham; Colin
Powell, Salford; A Billingsley,
Trowbridge; E V Browning,
Llanedeyrn; B D Everingham,

Romford; R H Evans, Brigend.

The following readers are
looking forward to Blagger
appearing on their doorstep: P
] Wilson, Southampton; Mal-
colm Allen, Coalville; Michael
Skinner, Burton; George Pilch,
Gwinear; H Colborn, London-
derry; Mark Phillips, Padstow;
Andrew Peel, Rochdale; Jane
Boddy, Avon Tyrell; P D G
Soundy, Kinloss; B Bullock,
Seacroft; James Davies,
Ferryside.

There are only four readers
looking for Roland in Space,
The Prize or Punchy. They are:
lan Neve, London; R F Holt,
Teignmouth; § M Crimson,
Willesden; W Smith, Sheffield.

Congratulations to all those
who won and to those who
came close to the winning
combinationWe did sav that the
Editor had a strange and

) devious mind!
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on interfacing to the Enterprise

We have recently received a
copy of the first magazine to be
produced by the Independent
Enterprise User Group and
although we don't often recom-
mend rival magazines we have
to admit that it 1s a very good
first issue.

It is a 24 page, A4, Black and
White magazine packed with

which includes details of do it
vourself cable making!

In all it is a very brave, and
well put together, first effort
and can be recommended to our
Enterprise owning readers.

Independent Enterprise
Group, 40 Mansfield Rd,
London NW3 2HT.

All Steamed Up

Hewson Consultants, one of the
oldest surviving software
houses, recently celebrated five
years of trading with a gather-
ing at Didcot Railway Centre.
This small remnant of the
Great Western Railway is only
three miles from the company’s
HQ at Abingdon and the occa-
the first

sion also featured
showing of the new game
Southern Belle which is re-

viewed elsewhere in this 1ssue of
HCW.

The event was a chance for
the country's computer press to
get together and we were all

Bob Hillver and Mike Male, co-authors of Southern Belle

Dragon S.fnyar

Barry Ward from Wokingham
Il':nuL:I)l off other Dragon
anatics to win a complete Howeve ¢ didn’t quite
'j:u."m'?ﬂ ‘dasc drimrc 'i}':-iIEHF': in leave th:;rfuﬁgggdiﬁjdnlhﬁ II'JiL[:
cg;e:;:u; (;-.“Hau:k Irack Champ of them managed to collect
o wuﬁ S " their prizes from Back Track
: \ competition to  author, Chris Andrew
complete Back Track in the Barry Ward collects his

fastest time at Incentive's Cumana system from Incentive.

4 offices in Reading, slaying four
: ::-_thu:r finalists on his way Lo
r victory, i

marshalled together for our
“school’’ photo, as Andrew
Hewson kept calling it.

This is the first occasion that
Bryan Ralph, our new assistant
editor, has been allowed out of
the office, well we have to
protect the public as much as
possible, so to celebrate this
event we are offering a prize to
the first reader to return the
“‘school’’ photo, or a photo-
copy, to us with the correct face
ringed. Entries from industry
personalities and his wife will
not be accepted.

Hewson Consultants, 56B
Milton Trading Est, Milton,
Abington, Oxon OX14 4RX

HOME COMPUTING WEEKLY 30 July 1985 Page 7



How to enter
Study the wordsquare. Hidden

Catch one of a
century of Graham
Gooch’s Test Cricket

games in this

week’s competition
ou could be walking
back to the pavilion

Y with a copy of Graham
Gooch's Test Cricket for the
C64 under your arm if you can
spot the number of lamous
cricketer’s names cunningly
concealed in the word square.

Audiogenic’s game, sold at
£9.95, uses graphic animation
and joystick control for either
batsman or bowler to create an
exciting simulation of run
scoring and wickel-taking
without the dangers of body-
line bowling. The big maitch
atmosphere is enhanced by
sound effects and speech and
the armchair cricketer can
choose to play a full two innings
test or opt for limited overs.

Team selection is, of course,
vital and you can select from
squads of England or Austral-
ian players or using a free
extension programme you can
fantasise about vour all star
line-up from the annuals of
cricketing history.

Between overs the scorecard
and bowling figures are flashed
on screen for the benefit of
statistic-addicts.

To win one of these fast load
cassettes you don't have to be a
cricket buff and name. the
opening batsman for England
in the third test against
Australia in 1897 or the name of
the groundsman responsible for
manicuring the sacred crease at
Lords. Instead we've devised
this test (which shouldn’t take
five days) to pick out the well-
known wizards of the willow
and lobbers of the leather orb

in the square are the names of
test cricketers past and present.
When you have found as many
as you can,circle them clearly on
the wordsquare and fill in the
coupon clearly and carefully.

Write clearly the number
of words you have found on the
back of the envelope. Post your
entry 1o Graham Gooch
Competition, Home Comput-
ing Weekly, No.l Golden
Square, London WIR 3AB.
The closing date is first post on
Friday 16 August 1985,

Important: please follow | comespondence can be entered into.
r———-—-— ——— e — —  — — S — i ——— — | —
! Graham Gooch Competition
| .
| Entry Coupon
| Name = =

| Address
I

Number of words found _

Complete clearly gnd ‘I._.!r‘a

from the confusion of letters.

if you are @ winner this will oet as o lobel |

LF"E-H ia: Groham Gooch Competition, Home I:ompuhng Woakly, Mo 1 GncIrdzfuquﬁ:::

{i:-nrf-ui'm 'ih'r:Fl JAB Efn:u'.g chater: First post Fridey 16 August, 1985, Dan’ torget 1o follow

ha-m y the advice in the How 1o enter section including writing the number of words you I
ave found an the bock of your anvelogs J

|

I

|

|

I

I

|

I I
|FOWL ERBWOBVAKPTIL,|
:IVAELKIHIUGULGDMI
|GHI‘GUZADSNB‘FCEVTI
Fuacarpmruuxrc;rn[
|OMTOJSLRTLTAKOXFEPI!
,xcmrnsaswaxiﬂaruI
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[KARIGTAJJW!MEIEI;|
iDTF[ILLEEFJOIXU‘I‘I
[LuxAFv:sczurvuxr,I
| |

carefully the guidelines on
entering — incomplete coupons
and entries with no numbers on
the back cannot be considered.

If yvou are a winner, the
coupon will act as a label for
your prize, so clear writing is
essential.

The rules

* Entries will not be accepted  Trom
emplovess of Awdiogenics Soliware Lid,
Argus Specialist  Publications  and
Alabasier Passmore & Sons. This
restriction  also applies o0 employee’s
Families and agenis of The companies.,

® The How 1o énter séction [orms part of

the rules,
& The edijor’s devivon is linal and no

post  code

I
I
I
|
I
I
I
I
|
I
|

I
I




Introducing Ron Complex, private in-
vestigator, in a computer thriller with a
plot that makes a maze look like a
one-way street. Follow this serial and
your life will never be different again

Part One: The Thaw Before the Storm

Ron Complex was in a bad
mood — he'd been defrosted
too quickly. He was the only
person in the boardroom of
Murkotronic Computers Inc
who was visibly steaming. He
was the only one wearing a
t-shirt with **Suspended Anima-
tion is Fun'' written on the
front. Ron felt out of place.
He was sitting at a huge oval
table and around him a semi-
circle of executives were fran-
tically scribbling memo's and
slipping them into each others
pickets. They all looked wor-
ried. Ron caught a glimpse of a
note before it disappeared from
view. J* said, **I’'m really wor-

ried. How worried are you?”'

Only one seat at the table was
empty. Behind the vacant chair,
on the wall, was a plaque in-
scribed with the words, ““What
| don’t know about computers
even the computers don't
know."

Suddenly the door of the
boardroom was flung open.
Everyone in the room froze —
except Ron. Standing in the
doorway was Harvey J. Murko,
head of the biggest computer
multinational in the world. At
the age of 12 he had revolution-
ised the computer by inventing
the Murkodrive and now 20
years on he was known simply

as "‘King Silicon"’'.

“‘So how was the deep freeze,
Complex? Catch a chill?"* *‘Cut
the cracks Murko, you'd better
have thawed me out for a good
reason,’’ snapped Ron. “*But |
have. 1 loathe to say it but I
need you Complex. You are the
only man alive who can under-
take this mission."’

A warm glow of satisfaction
spread through Ron's body. He
knew that his biggest hunch had
paid off.

““So you need me do you? |
remember how 20 years ago
everyone laughed at me when |
said one day the world would
need someone who knew abso-
lutely nothing about computers.
Now that day is here.”

Way back at the beginning of
the computing era, in the time
now called ‘‘the Pong
Dynasty’’, Ron had foreseen
trouble ahead for a computer
dependent society. He organ-
ised Computer Avoidance
Training courses which
consisted of tips on hiding in
airing cupboards. Nobody
came. Finally, exasperated, he
put himself into cold storage
until that time when his total
lack of computer expertise
would be called on to solve the

Crisis.
As the refrigerator door
closed, two decades before,

Ron had waved goodbye to his
trusted friends who would
guard his secret and reactivate
him when they felt the insight of
his ignorance could save the
day.

But the temptation was too
much and Ron’s plan to put
himself on ice was leaked to the
press. For a day Fleet Street
gave over their front pages to
the man they called “‘the human
fish finger.”’

Then over the years the world
forgot Ron, all except Harvey J
Murko who had filed Ron's
details away in the memory
banks under the heading,
“‘Loonies who may come in
handy."

Ron Complex, private in-
vestigator, and now the planet’s
most advanced computer illi-
terate slammed his fist down on
the boardroom table. **Just one
thing before you tell me what
this mission is Murko — where
do I get hold of a raincoat with
a turned up collar and a
battered trilby hat?"’

Next week: Part Two: Slightly
into the Labrynth.
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Frankie Goes fo
Hollywood

Frankie is not so much a game
as a compendium of games
united by a single aim. The idea
is to progress from Mundanes-
ville through to the Pleasure
Dome increasing your personal-
ity to maximum as you do so.
Along the way there are puzzles
to solve and action screens to be
overcome, each with its own
reward. Most of the games
inter-relate and objects gained
in one can be essential keys to
another.

The superb graphics place
you in the streets of Mundanes-
ville and you must enter each
house in turn searching and
touching objects as you go. If
any objects looks useful then it
may be carried with you but you
can only carry a limited number
g0 the choice must be made
carefully. Using video cassettes
or touching pictures can allow
you to enter the action screens,
once you learn how (I'm not
telling). There are 10 action
screens in all and objects found
in the houses usually enhance
your chances of success.

At one point you discover
that a murder has been commit-
ted and it is your task to deduce
who the murderer was from
clues which may be collected in
the houses. This had me
running for a pencil and paper
because there are about a dozen
suspects and it is impossible to
keep track of all the clues.
Solving the murder rewards you
with more personality points,
but what are these all important
factors?

Personality is divided into
four elements (pleasure, war,
love and faith) represented by
four columns at the side of the
screen. As you complete each

Price: £9.95
Publisher: Ocean

Address: 6 Central St, Man-
chester M2 5NS
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game the columns increase in
height and Frankie gives you
occasional reports on the
percentage of your full
personality which the total of
the columns represents.

The ZTT Room has a large
screen and a set of buttons
pressing the buttons lights up a
different part of the screen or
turns it off again. Success is
achieved by lighting up all of
the ZTT symbol. The Sea of
Holes is inspired by the Frankie
symbol from which the hero
character of the game was
derived. As you disappear into
one hole you reappear from
another. If you reappear on the
base line of the screen you are
rewarded with a chance to enter
another action screen. [ think
you will see by now that the
screens are varied, all use
superb graphics and there have
been no bytes spared to produce
this game.

There is even a maze which
can be mapped by noting the
colour of the manholes which
are found there. These are the
Corridors of Power in the
Pleasure Dome itself and when
your personality is complete the
door to the final screen will be
revealed here. The final screen?
The title screen itself. Such is
the elyptical nature of this
game.

My only criticism of this
game is the computerised
version of Relax which plays
while the program loads. It
sounds awful. Don't worry
though, there is a free live
recording of Frankie doing the
same SONg on a separate tape in
the box. Take my advice, stick
that on the hi-fi and turn the
sound down on your TV during
loading and remember Frankie
says buy this and vou'll have
Ocean’s of fun. E.D.

Ghost Chaser
When judging a game, one
yardstick which [ rarely have to
use is the length of time it takes
to complete. Unfortunately this
measure comes into play in my
review of Ghost Chaser. | suc-
ceeded in completing all 16
screens, caging the phantom by
doing so, which only took
about two hours. The disap-
pointing fact is that there 1sn't
a higher level, so once you have
completed it there is no
challenge left.

The.game tells the tale of a
little bear, who looks very much
like Sooty, and his aim is to
rid a ramshackle house of its
spooky occupants, Qur intrepid
ursean ghostbuster does this by
moving from room to room,
collecting all the keys to unlock
every room in the house. Occas-
ionally the phantom matenal-
ises but he can be dispelled by
blasting him with cannonballs
whenever possible. This has the
effect of making the ghoul
disappear for a while, presum-
ably to lick his wounds. Teddy
bear's ammunition 1is iIn
plentiful supply lying around
the house and they can be
picked up by merely walking
past them.

The rooms also contain
smaller spooks, bats, ghostly
flames or dripping pipes.
Contact with any of these gives
Teddy the shivers and three
contacts in any one room means
death to the bear (luckily he has
five lives). Death can also result
from a misjudged jump or by
falling down a trapdoor.

The game is quite enjoyable
to play and because of this it
just misses a Comatose rating
but buyers should beware of the
limitations which | outlined at
the beginning of this review.
E.D.

Price: £9.95
Publisher: US Gold

Address: Unit 10, The Parkway
Ind Centre, Heneage St, Birm-
ingham




A Whirlinurd is known to its
friends as a Nurd. It is a little
creature with helicopter blades
on its head and it lives in a
dangerous world of mazes.
Whirlinurds are an example of
one of nature’s magpies, the
ultimate consumer snapping up
anything that takes their fancy.

Wherever the Nurd goes
there are creatures intent on
preventing him from getting the
television sets, candlesticks,
spectacles and other such
desirable objects which litter his
landscape. The most common
enemy is a bouncing eyeball
which appears to be a gregar-
ious creature, often found
bouncing up and down in large
groups. Slightly less common
are the snakes which dash
backwards and forwards across
many of the higher Ilevel
screens. Other high level
problems include moving force
fields, live terminals and
pulsating nodules.

Using a joystick you can
move the Nurd left and right
and the fire button switches on
his rotor blades lifting him up
off the ground. In tricky
situations a boosted lift can be
achieved by pushing the stick
forward at the same time as
pressing the fire button, but this
facility can only be used once in
each screen.

Some of the screens require
you to find keys which open
walls in the maze allowing
access to trapped objects but
this also releases whatever
terror may be lurking inside the
compartment.

Whirlinurds will not extend
the limits of C64 programming
but it does give a degree of
enjoyment and | found myself
wanting to play on to see what
the next screen had in store.
However, this is not one of US
Gold's greatest games. E.D.

Price: £9.95
Publisher: US Gold
Address: Unit 10, The Parkway

Ind Centre, Heneage St, Birm-
ingham

April Showers

It sometimes seems as if we
can't move for Beeb games in
Mode 2. All too often they just
take the superficial aspects of
Frak! but without the winsome
originality; until April Showers
that is. In fact, this game is
so original I can't think of
anything quite like it and 1I'm
still trying to work out just
what you have to do, let aloné
manage to do it!

The plot is simple. You are a
little cloud with eyes (what?)
whose pleasant task is to water
the plants in the garden (aaah!).
However, the naughty flying
umbrellas will steal your rain
and kill your plants (grrr!)
unless you water them and put
them out of action. Your own
liquid supplies are replenished
from the other little clouds
(without eyes) which flit across
the sky. Yup, pretty original.

Unfortunately, there are no
instructions apart from the
control key display and it takes
a few moments to work out
even in a rough way what it is
you have to do. As you scroll

Price: £7.95
Publisher: Bevan Technology
Address: Gresham Chambers,

14 Lichfield St, Wolverhamp-
ton WV1 1DG

right or left the little eyes flick
from side to side and the sky
and ground move in relation
to you, centre screen. Your
options, apart from shifting the
whole display, are to fire (i.e.
rain on things) and zip up and
down to collect water from the
other clouds and come into
contact with the brollies. This 1s
wild!

Mo doubt there are patterns
and tactics which will emerge
but the only rational response
on initial play is to watch the
little clouds and snarl at the
brollies. How often does a game
make you smile even when you
lose?

This is superb fun — one of
the most playable games ['ve
seen for a long time but also one
of the simplest. Proof positive
that you don't need 64K of code
or giant databases on disc to be
compulsive. Whether it’s non-
violent as well is something
you'll have to decide but 1t’s
certainly the most compulsive
non-destructive zapper 1 can
recall. Shame about those
instructions, though... D.R.
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Corpuscle

After levering out the disc filing
system chip, loading proceeded
normally, accompanied by
strains of “‘I've got you under
my skin'’. Very whimsicle when
you realise that in this game, the
objective is to float about in the
blood-stream shooting germs.

You soon discover that by
keeping the cross-hairs of your
germ gun on the black hole in
the centre of the scren and then
holding down the fire button
you can kill 'em all. However,
in other tubules that you are not
patrolling, the bacteria are
lurking and multiplying and the
germ count zooms up. If you
follow the right blood vessels
you can enter the body organs
but with this particular bod —
it’s difficult to tell if you're in
his feet or his lungs.

To help you find vour way
about, so that you can rush to a
particular organ when there's a
““germ alert’’, the cassette inlay
provides a map of all the body's
major blood vessels. It’s all in
Latin and reminds one of an
Italian underground system.

Eventually of course, the
germs win and your host dies.
This is perhaps not such a bad
thing, as with these lungs, he
didn’t have long left anyway.

M.B.

Price: £7.95
Publisher: Micrograf

Address: PO Box 17, Bracknell,
Berks RG12 INQ

Page 12

Ice Busters

Ice Busters combines two
arcade games into one. The first
brings back memories of a
Donkey Kong type of game —
you must jump over snowballs
and climb ladders to get to the
top level before vyou can
continue on to the second
screen. It's a pity that they had
to rip-off Donkey Kong instead
of creating something original.

The next screen consists of
lots of square blocks of ice
through which there is a
network of paths. The Snow
Bees move around in their
direction and crush them. This
may sound easy but believe me
— 1t 15n°'t.

The graphics are nothing to
get excited about and the
general presentation could be
better. There are versions of
both these two games already
available from other software
houses, in my opinion Cascade
Software seem to be re-invent-
ing the wheel.

The instructions are very
simple and straightforward,
they assume that the player
already knows what to do. I
found that the F3 key will pause
the game and the F1 will release
it, the stop key is used to abort
the current game. No mention
of this was made on the inlay
card though.

Play may be achieved using
either the keyboard or a
joystick. The game does not
seem to use any turbo-loader
although the inlay card claims
that it does, | found the loading
very unrehable and slow. K.l.

Price: £6.95
Publisher: Cascade Games Ltd

Address: 1-3 Haywra Crescent,
Harrogate, N Yorkshire HGI
SBG
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Super Brat

Atlantis claim Super Brat is the
most authentic tennis game
available for the Spectrum, yet
only forehand shots from the
baseline are possible!

Your player must take on
Super Brat in the British final
and if you succeed you move up
to the European and the World
finals — not even the competi-
tions are realistic! Game
controls are limited to left, right
and swing your racket, there is
no joystick option. To hit the
ball to the left you must hit the
ball quickly, hitting it slowly
moves it to the right.

The background graphics of
the umpire and line and net
judges are excellent; the players
are reasonable, though their
legs are a rather odd shade of
pink. There are irritating little
tunes when a game is won,
which can be switched off, and
an excellent simulation of
applause.

You can play three or five set
matches and normal tennis rules
apply, except the players don’t
change ends. You must be
careful of conceding foot faults
if you don’t position your
player correctly when Serving.
Some of the umpire’s decisions
seem odd but Super Brat
usually remains calm, though
he has been known to throw his
racket down in disgust.

There is a slow response to
the keys, and it's hard to spot
the ball, making it diffiult to get
in line correctly, so this is a
poor game to play.

Most authentic Spectrum
tennis game? They cannot be

serious! S.J.E.
Price: £1.99

Publisher: Atlantis Software
Lid

Address: 19 Prebend S,

London N1 8PF

SPECTRUM

Davy — King of the
Wild Frontier

Imagine the scene; you're in the
Wild West, the Indians are
sending smoke signals between
the hills while horse-drawn
stage coaches pass along the
roads. During the night the
Indians took your cloths, rifle
and girlfriend. The next morn-
ing you wake up and must
collect your possessions while
avoiding the oncoming arrows,
lances, tomahawks, snakes,
cacti and Indians.

The game is based upon a
number of different screens. On
each one you must collect a
different article before you may
continue onto the next. The
background graphics are good
although the foreground
moving characters could do
with a little more attention to
detail — it's a pity they spoil the
game.

One of the features that the
gaem boasts is speech. Every
now and again it keeps stopping
play and saying something such
as ““Wild Indians''. For some
reason | cannot understand
most of the words that it comes
out with — perhaps I'm getting
old and deaf! After a while you
will get sick of listening to it and
turn the sound down anyway so
I don’t suppose that this is
much of a bad point.

I found the game was quite
playable and despite all of the
wrong key pressing and
attempts to crash the program I
will have to announce that it is
bug-free.

The cassette cover claims fast
loading of the program. 1 did
not find it any faster than
normal and it certainly did not
use any special turbo-loader.
Loading was not very reliable
either. K.l

Price: £6.95
Publisher: Cascade Games Ltd

Address: 1-3 Haywra Crescent,
Harrogate, N Yorkshire HGI
5BG




Hacker 2,000

The scenario for this adventure,
set in the year AD2,000, 1s that
with your computer and RS232
interface lead, you have tapped
into a broken data line, in an
attempt to find and change
your brain scan file. This will
prevent the “‘thought police™
catching you. However, pene-
trating the security system of
the multivax computer is a
difficult and complex task.

Loading was difficult as there
was a glitch right through the
tape and data blocks had to be
obtained from both sides to
achieve a load. The loading is
accompanied by a rather weird
rendering of Gustav Holst's
““Mars''. Very dramatic music
to set the scene.

The usual adventure features
are present, including a save
game option. However, as one
might expect, HELP is not
provided. Interpretation of
human input is limited to one or
two words, the usual abbrevia-
tions applying.

| got in there hacking and
managed to locate Rover V, an
errant robot intent on blowing
up multivax’s EPROMs. He
was quite useful until we
encountered a security droid
intent on blowing us up. This he
achieved with consummate
ease, exterminating Rover V
and sending a high voltage
surge down the line, killing me
too!

In summary, | liked the
concept of this adventure and
the presentation created quite a
dramatic atmosphere. The plot
is a refreshing change from
myth and magic. M.B.

Price: £7.95
Publisher: Micrograf

Address: PO Box 17, Bracknell,
Berks RG12 3NQ

| The Train Game

When loading, the program
draws a random railway track
layout, together with a few
stations, trees and an engine
shed. This procedure takes
some considerable time and I
suspect after several games, the
fascination of seeing the
computer feel its way around
would be lost.

You start with one train
which you have to control by
changing points, stopping and
reversing, with the objective of
collecting passengers at one
station and delivering them to
another. In this way, you collect
fares and make a profit, unless
you happen to crash into the
points when they are against
you.

Just when you are finding
things easy, another train Is
released from the shed and you
must control them both. Other
hazards to contend with are
crashing into your own trains,
running out of coal and demon
trains. It’s only a matter of time
before panic sets in and there’s
an almighty crash.

The graphics are fair,
coupled with a nice ‘‘chuff
chuff"" sound as the locos move
round the track and the idea of
the game is relatively novel. It is
a multi-screen game, with an
increasing degree of difficulty.
If you've always wanted to be a
train driver, here’s your chanc;.

M.B.

Price: £7.95
Publisher: Micrograf

Address: PO Box 17, Bracknell,
Berks RG12 3NQ

Fatty Henry
With the limited ROM in the
unexpanded VIC-20, it is quite
a problem to create a game
which is both novel and testing.
This game appears to fill this
role easily.

The scenario is rather bizarre.
You play an octopus who is ear-
marked as the main course at a
restaurant. You are dumped in
an oven and must put out the
flames at the bottom of the
oven before the temperature
reaches 100 degrees.

You do this by collecting
droplets of condensation from
the top of the oven and
dropping them on the flames.
Your efforts are impeded by
pieces of flying food debris and
a dog called Fatty Henry.

Collisions with flames, food
or Henry cost you a life. There
are a range of ovens with
different layouts and hazards to
complete.

The graphics are quite
splendid with multicolour
chunky figures. The octopus
and Fatty Henry are built up
from several characters to give
pseudo sprites. The effect is
enhanced with some reasonable
animation.

Overall this is a challenging
game which is colourful and
quite a reasonable achievement
on an unexpanded VIC. A.W.

Price: £5.95
Publisher: Software Projects
Address: Bearbrand Complex,

Allerton Rd, Woolton, Liver-
pool L25 7SF

DFM Database and
Labels

With these two well document-
ed programs for the storing of
data and printing of labels you
can use your Amstrad as a filing
cabinet, to store names,
addresses, products, catalogues
etc, as you choose. The
machine holds one file at a
time, each sheet in the file is a
record, and each line in the
record is a field. Via a series of
menus, you declare your file
structure, stating how many
fields, and their size. DFM then
tells you how many records can
be accommodated. If you OK
this, you then decide how you
want the info presented on
screen and printer, then enter
the data.

You may then sort the file in
alphabetical or ascending
numerical order and retrieve the
file you want using any field.
Data can be saved to tape
(there's no provision for discs)
and loaded into the second
program for label printing, in
addition to presentation on
screen.

The obvious comparison is
Masterfile 464, which is £10
more, and which holds much
more data, has many more
facilities, and is easily
transferred to disc. DFM is well
written, but given modest
programming skill, you could
write it yourself. At £6.95 it
would be worth having just to
see how a database works,
however, any serious user
would be well advised to go for
Masterfile. In the long run, it
will save you time, temper and
money if you buy the one which
meets all your needs, present
and future. D.M.

Price: £14.95
Publisher: Amsoft

Address: 169 Kings Rd, Brent-
wood, Essex CM14 4EF
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Nonterraqueous

The aim is to guide the
“*seeker’’ through the insides of
a mountain and destroy the
base of an evil, tyrannical
computer. Mastertronic say
there are over 1000 screens to
search.

Instead of a set amount of
lives you are given a psyche
level, the game ends when the
level falls to zero. Colliding
with an alien or the room-
surround will reduce vyour
psyche. In some rooms there is
an object which boosts your
psyche level, but some give you
““decayed’’ psyche which is
fatal. You can also die by
running into a proton thruster,
which is a white vertical line
gradually increasing and de-
creasing in length.

Graphics are smooth and the
three different rooms are much
of a muchness since there are
only a few static objects present
in each and the same object can
be found in many rooms.

Kempston, Protek and
Sinclair joystick interfaces can
be used, the keys are well
chosen but cannot be redefined.
Instructions are reasonable
though there is little relation of
the plot to the game.

In most rooms it is easy to
avoid the proton thruster,
provided you concentrate, but
the different problems give the
game its appeal — these include
finding bombs to blow up force
fields and obtaining fuel to
power a rocket to take you
through a gas room.

Once vou have solved a
problem the game seems easy —
until the next is encountered,
making Nonterragqueous a
compulsive game and an
excellent buy. S.J.E.

Price: £1.99
Publisher: Mastertronic

Address: Park Lorne, 111 Park
Road, London NW8 7JL
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The Southern Belle

This is pretty amazing. It's a
simulation of the London—
Brighton run on a 1930's steam
engine, and is possibly the most
complex (and presumably real-
istic) simulations I've yet seen.

The screen display presents
you with a view from the
driver's position, and the
landscape as you travel along
the line is displayed using line-

vector graphics. You have a

time-table to keep to, and the
various stations along your
route, and major landmarks

(tunnels and bridges etc.) make.

up the landscape graphics.
These moving graphics are a
little jerky, but very detailed,
and the way that they seem to
grow larger as you draw nearer
is nicely done.

Controlling the train can be
as simple or as complicated as
you want, as there are an
enormous range of control/
difficulty options for you to
choose from. You can, for
instance, start of on a simple
training run, during which you
only have to worry about the
brakes and a couple of simple
controls, or you can go the
whole hog and take total
control of the train in a variety
of conditions. This means that
you can start off simply, but as
you become more skilled, the
game can become more difficult
so that it will continue to
present a challenge for some
time to come.

It's difficult to do justice to
such a richly complex game in a
short review — it’s probably for
the arcade enthusiast, but if you
are the kind of person attracted
to the complexities of simula-
tions, then I should think that
this is a must. C.J.

Price: £7.95
Publisher: Hewson Consultants

Address: 7 Grahame Close,
Blewbury, Oxon OX11 9QE

SPECTRUM
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Thing on a Spring

This is one of those games that
are so addictive you cannot
resist playing. On loading a
nicely animated title page is
displayed with a rather catchy
tune playing in the background.
You may start the game from
here and wuse either the
keyboard or the joysticks to
play — the keys being totally
user definable. There is also an
option that will let you turn
off/on the music and keep the
special effects that are used in
the game.

Your objective is to move
Thing On A String through the
factories and collect the nine

pieces of a jigsaw. In the
factories there are sinking
floors, lifts, slides, etc.

Wandering around are various
strange objects that will drain
your oil at a rapid rate. If your
oil level geis too low then your
spring will seize up and the
game will inevitably end.

Between the screens there is a
network of tunnels through
which you must pass, in these
yvou will find more oil draining
creatures and obstacles in your
way. At this stage you may also
look at the jigsaw that you have
so far completed.

The graphics are of an
excellent quality; smooth scroll-
ing, bright colours and imagina-
tive designs have been used. To
add variety to the game each
screen contains different
colours, designs and shapes
each time you play.

Unfortunately the instruc-
tions are rather brief and
lacking in detail. Apart from
this it is an excellent game that |

would strongly recnmmf:ncl.x :

Price: £7.95

Publisher:
Software

Gremlin Graphics

Address: Alpha House, 10 Car-
ver St, Sheffield S1 4FS

Chinese Patience

You must pit your wits against
the computer, in a deserate bid
to get rid of all your cards. The
winner scores points equal to
the number of cards left in the
loser's hand.

Each player is given 22 cards,
the aces are used to start piles in
which cards must be placed in
suits in ascending order. The
remaining four each form the
start of piles in which cards
must be placed in descending
order with alternate colours.

You may twist the top card
from your deck onto your
discard pile, but you may only
twist again in the same turn if
vou have moved the first
“twisted card’. As well as
moving your own cards you can
transfer cards from one pile to
another to make space, and you
can transfer a card to your
opponents pile if it’s in the same
suit and of value immediately
above or below the top card.

The computer moves quickly,
although the card placing from
stack to stack does. The beep
signalling the movement of
cards can get irritating, a
different tone announces the
end of the computer’s move —
so0 you can switch over to watch
television while waiting!
Another annoying feature is
that vou can type In your
commands too quickly for the
computer to understand.

To succeed — remembering
to make all possible moves 1sn't
enough — luck is essential!
Nevertheless, *‘‘Chinese Pat-
ience’’ is an ideal choice if you
enjoy trying your hand at cards.

S.J.E.
Price: £1.99
Publisher: Atlantis Software
Lid
Address: 19 Prebend Street,

London N1 8PF
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3B OR NOT 3

VOLTMACE

John Daddy put Voltmace's BBC joystick
through its paces so read on and find
out what he thinks!

Delta 3b Single
Joystick (MK11)

Up until this morning's post
arrived I had never been a very
keen user of joysticks and felt
much more comfortable using a
kevboard to zap nasties or draw
pictures, but today I had to
revise my opinion.

Having used sniffer dogs and
X-rays to check out a myster-
ious parcel left on my doorstep
I finally unwrapped a Voltmace
Delta 3b joystick and immediat-
ely fell in love with it. All
together now, — ah!

The Voltmace Delta 3b has
an uncluttered modern design
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and the workmanship, (sorry!
workpersonship), was excellent,
both inside and out which gave
it a precise and positive [eeling.
Another plus for me was the
small joystick which could be
held with finger and thumb,
unlike many joysticks which
feel like car gear levers. Being
very patriotic, 1 was also
delighted to see that it was
British made.

The joystick casing is made
from nylon and should be
almost indestructable. The
shaft is steel set in a ball and
socket joint which actuates two
firmly positioned potentiomet-
ers set at right angles to each

other, one for sensing the left to
right movement and the other
for sensing the up and down
movement of the joystick. It
has a strong and very quick self-
centring action which is obtain-
ed by a simple mechanism
actuated by four small springs.

The potentiometers produce
an analogue signal which repre-
sents the position of the joystick
and if it wasn’'t for the strength
of the springs, which make it
difficult to hold the position of
the cursor on the screen, the
Delta 3b would be an ideal
choice for graphics software
control.

In the top panel of the case,
just below the joystick, there
are two red buttons which act as
fire buttons and below these is
set a further green button.
Pressing these buttons in
different sequences, and check-
ing the value of ADVAL(D)




S R ——

AND 3, the following readings
can be obtained.

No buttons pressed

Either one of the red buttons pressed

The green button pressed

life of ““Cross Hand Boogy'',

and not only joystick designers.

— ADVALOAND3 =0
— ADVALOAND3 =1
— ADVALOAND3 =2

I

The horizontal position of the joystick can be read from ADVAL |

or ADVAL 3.

The vertical position of the joystick can be read from ADVAL 2

or ADVAL 4.

This gives the user the
opportunity to write software
which will enable the keyboard
key functions in games to be
controlled by the joystick keys
and should save games players
much of the frustration of
searching for the correct key on
the keyboard at some desperate
point in a game.

The two fire buttons, posi-
tioned at either side of the top
face of the case, make this joy-
stick an ideal choice for left
handers. Designers often con-
demn left handed people to a

For lazy programmers Volt-
mace produce a joystick utility
which will convert some non
joystick games to work with
twin or single joysticks. The
instructions for the joystick
suggests that the software is
user friendly and says that it will
work with single or twin joy-
sticks, but unfortunately this
tape was not sent for review
along with the unit. The
program is said to allow any key
function to be replaced by the
joystick direction, and 1its
sensitivity can be altered, so

that the amount of movement
required to simulate a key press
can be changed.

Also included is a rapid fire
feature which enables a con-
tinually depressed key to
simulate repeated pressing of
the fire button; a boon to games
players like myself who are
often so absorbed in trying to
position the source of the
projectile that they forget to
pull the trigger.

The Delta 3b will run any
Acornsoft, or Acornsoft com-
patible, software written for a
single joystick or games which
do not require players to use a
joystick each. For games which
do require both players to play
at once a Delta 3b twin is avail-
able. It is compatible with BBC
machines fitted with the A/D
interface, or Electrons fitted
with a Plus 1 interface.

Overall 1 was very impressed
with this unit and it is especially
good value for money. A one
year guarantee is given against
faulty workmanship or parts

but I don’t think Voltmace will
have to worry about many dis-
satisfied customers knocking at
their doors. Some joysticks I
have tested have been badly
engineered and inaccurate but
this Voltmace product is well
engineered in all respects and
should prove to be very rgliﬁh:;.

Price: £11.95
Publisher: Voltmace Ltd

Address: Park Drive, Baldock,
Herts SG7 6EV

Machine: BBC Model B, Model
A with A/D port and Electron
with Acorn Plus 1 interface
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Crma on Dinve
Cauldron
Project Future
Fighter Pilot
klanic Miner
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Hyper Sports
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]
0 e =l =l 5 0l sl el O T O D R D =

s o ke

Tales of Arablan Nights

World Series Baseball

Jot Sel Willy 1

Eureka 1

ZAxxon

Steve Davies Snooker
Bristl Les

Alien B

Death Star Intercepior
Warlords
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F. Brunos Boxing 685 525

705 585

o e 4B 1B
'ay ol Exploding Fisl I -

Inter Karats (AVL 17/8) 75 488

Dun Darach 95 T.20

Moon Cresia 8.95
Spy Hunler 785
Every Oned A Wally aee 7
Highway Encounber 785 &
Matchpoint Ths &
Technlcian Ted 505 4
Shadeow Fire aas 7
Dark Star 78 &
Simr Strike 505 4
Animated Strip Poler G685 5
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Alrwolf 685 &
Pyjarmarama G685 4
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Backgammon .85
Maiabolis 885
Rocky Hommor Show
Dragonior

Testimatch

Flight Simulaiion

Frankie Goos io Hollywood
Strodl Hawk

Lesonardo

Daley Toms Suporfesl
Glass
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Wy of Exploding Fist
Chrud QN il
Archon 1
Everyana's o Wally
Beach Head
Hard Hat Mag
Daley Toms Superisst
Dun Darach
Combat Lynxs
Inter Karate {17/8)
Alien 8
Knightlors

s Chuest
Strenl Hawks
Arimuth (h'd alignm)
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w & « BEC/ELECTROMN * *

Wirardore 788 B850
Knmight Lora Bes 750
Aevs 1485 1150
Combat Lynxs (BBEELEC) aAs TS5
Aben 8 288 750
Elite [Cass) 1485 11.50

All Pricea include pip in UK.
Europe add £1.00p por tape. Elsewhars at oost

Cheques/PO payable to

8CS, Dﬁ B53 Green LEnes,
London oaY. Tek (01) BOD 3156
SAE for list. Plaase siate machine.
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RRP PRI
Elifte 1485 1
On court Tennis 10,58
On field Football
Star t;nl;n:;nlbzll 1
Way of ist
Tir Na Mog b
F. Bruno's Boxing
Baachead
Solo Flight 1
Mig Alley Ace
Bruce Loa
Nato Commandear
Spitfire Ace
G hostbusters
Battie For Midway
Frankke Goes To Hollywood
Daley Toms Superiesi
Droprons
Joweis ol Babylon
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ZaxxON
Summer Games
international Socoer
Thae Rocky Horror Show
Dambusters
Hypaer Sports
Rakd Qver Moscow
Statf Of Karnath
Arimuth Head Alignmani
Tappes
Eureka
inter Karate (AVL 17/8)
A Wiew To kill
Dough Boy
ﬂllﬂz' Thomp Decathlon
Sky Fox (Deak)
Fightar Pilot
Pitstop Il 1
Jot Set Willy 11
Grogs Revenge
Hrby's Dummy Run
Streel Hrwks
Realm/Iimposaibliity
Do Boy
Spy Hunler
World Series Basaball
Flight Simulator (Sublogic)
Spitfira 40
Slap Shol
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COME AND PICK UP YOUR SOFTWARE AT “MARBLES SHOPPING CENTRE, UNIT
11-12, 527-531 OXFORD STREET, LONDON W1R 10D (1 MINUTE FROM MARBLE
ARCH TUBE STN
FURTHER TITLES AND OFFERS AVAILABLE AT OUR SHOP WHICH 15 OPEN 7

DAYS A WEEK FROM 10.AM — 18.00. SUNDAYS 11AM — 18.00

ABOVE DISCOUNTS APPLICABLE ON F‘SEDUGTHIH OF THIS ADVERT AT OUR
SHOP.
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Elite (Disk) 1795 1495
The 4ih Ptotocol {Disk) 1585 1285
Blrwrall 705 580
Habbiil 1485 053
Strip Poker 0ge 750
Mardens Cuesl 685 585
Combai Lynx BSS G609
Lords of Midnkght 9488 750
The Fourth Protocol 1285 1099
Shadowlira 285 T.50
Arabian Knights T00 G528
Gremling ges T.50
F15 Sirike Eagle 1485 11.25
Every Ones A Wally Bes T.20
Archon 1185 088
impossibla Mission ga5 750
Castio of Termor pes 750
Cadldron TG 600
iatchpoint TES 585
Raid an Bungling Bay aas 7895
Gramlina 8es 750
Tim Lowes Crickat BES TBE
Graham Gooch Crickel 685 750
lan Batham Cricket ges T.50
Coloasus Chass gas 7T.50
Entombad g8s 750
Haw Bab 288 750
Airaatl (S18) 855 550
www ATARI & & &
Blue Max [Cass) 868 7855
Dropzone (Cass) 8e5 TS5
Dallps Ouest (Disk) 1485 12.50
Space Shuttle (Cass) 285 785
Ghost Chaser (Cass) 995 745
Bruce Les [CasaTHsk) 1485 1280
Atari Smash Hits 1 (Cass) 14,85 1250
bMutani Camels (Cass) 750 B.20
Soccar (Rom) §9S THE
Pole Position (Cass) Bas 785
Dmcathion (Chss g8 785
Ghoatbusters [Disk) 1495 1288
River Raid [Cass) g8a5 7.85
Beachhand (Cass) aas 785
Archon [Disk) 1485 1285
One On One (Diak) 1285 1188
Conan (Disk) 1485 12858
M.ULE. [Disk) 14685 1285
Hard Hat Mac (Disk) 1485 1285
Raid On qu%hng Bay (Disk) 1485 12.85
Dam Busters (Disk) 1485 1285

Quickshot Il Joystick £8.50
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BEGINNING
MACHINE CODE

Using your bits of
your bytes as flags
is the subject of
this week's
machine code

tutorial from

Diana and Colin
Smith

his week we are going to

I cover those ZB80 instruc-

tions which allow us to

manipulate the eight bits which
make up each byte.

The simplest are the BIT, SET
and RES instructions which are
used to test, set or reset a bit (0-7)
of the A, B, C, D, E, Hor L
registers or (HL).

BIT 0,A tests bit zero of the A
register. If the bit is reser (0), the
flag will be set. However, if the
bit is ser (1), the zero flag will be
resef. The BIT instruction is
therefore normally followed by a
conditional instruction like JR
Z.n.

The SET instruction ensures
that a stipulated bit is ser and
likewise RES ensures that a stipu-
lated bit is resef.

e.g. SET 3,A
RES 5,A

You can use these instructions
to create your own ‘‘flags".
Reserve a byte at an address held
in the HL register pair. The eight
bits of that byte can now be used
as separate flags in your own
routines. They could indicate that
a figure had jumped, fallen,
turned around or run off with the
girl next door!

The BIT instruction is often
used when reading the keyboard
to check which particular key has
been pressed. We will see an
example of this in the next article,
when we cover the machine code
IN instruction. In the meantime,
yvou may like to read up about the
BASIC IN instruction in your
Spectrum manual.

The rest of this week's article is
devoted to the rotation and shift
instructions. These are used to
move the bits of a byte and all the
examples we will cover also
involve the carry flag.

These instructions operate on
the single registers and (HL).
Listing 1 is a short routine to
produce the mirror image of a
character, in this case, a
reversed ““B’’.
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Listing 1

20000 LD
20003 LD
J0005 L1 FPUSH
30006 XOR
30007 LD
0009 L2  RRC
30011 RLA
200172 DINZ
30014 LD
30015 ING
20014 FOP
30017 DINZ
0019 LD
0021 CALL
20024 LD
T0026 RST
20027 RET

HL,&5376 33
6
255
B,8 b
8
BC 197
A 175
B,8 &
5
(HL) 203
- 14
23
L2 16
251
(HL) ,A 119
HL 35
BC 193
L1 16
: 242
A,2 &2
2
5633 205
1
22
A, 145 &2
145
16 215
201

The routine uses two rotation
instructions which allow us to
use the carry flag to transfer
information from one byte to
another. Refer to Fig.l which
should make the following
explanation clearer.

HL is loaded with the address
of the first byte of Graphic B —
65376 for the 48K Spectrum.
For eight bytes of the character,
the A register is set to zero by

Listing 2

XOR A and we enter the second
loop. The instruction RRC
(HL), (Rotate Right with Carry,
the byte addressed by HL) takes
bit 0 of the byte addressed by
HL and copies it to the carry
flag. All the bits move one place
to the right with the original
value of bit 0 going to bit 7.
The instruction RLA,
(Rotate Left the A register)
copies the value of the carry

20000 LD
30003 LD
30005 L1 PUSH
30006 AND
30007 LD
30009 L2 RR
30011 INC
30012 DJINZ
30014 FOF
30015 DJINZ
30017 RET

HL,146384 33
0
64
B,192 -
192
BC 197
a 167
B,32 i
32
(HL) 203
30
HL 35
L2 16
251
BC 193
L1 16
244
201




flag to bit 0 of A, moves all the
bits one place to the left and the
original value of bit 7 goes to
the carry flag.

After eight such repetitions,
the byie addressed by HL has
regained its original form and
the A register contains its
mirror image. The LD (HL),A
instruction replaces the original
form of the byte with its mirror
image and INC HL moves us on
to the next byte.

If you are feeling adventur-
ous, you could modify the code
s0 that the mirror image is
transferred to another User
Defined Graphic character. The
remaining code tells the
Spectrum to print the new
Graphic B on the screen.

Use an assembler or the
loader program given in the
first article of this series to load
the code of Listing 1, starting at
address 30000. Run the routine
with RAND USR 30000 to see
your reversed Graphic B.

As you might expect by now,
the Z80 instruction set also
provides instructions which
work in the opposite direction
to the two used in our example.
Fig.2 shows the RLC (Rotate
Left with Carry) and the RR
(Rotate Right) instructions
which complement, respectiv-
ely, the RRC and RL instruc-
tions in the example given.

As a bonus, Listing 2
provides a routine to scroll the
screen one pixel to the right.
Print something on the screen,
then try calling the routine with
the Basic line

FOR n=1 TO 256: RAND USR
30000: NEXT n

You should be able to under-
stand how the routine works for
yourself by now. Note that
16384 is the first byte of screen
memory.

To finish off, we will look at
two shift instructions. SLA or
Shift Left moves all the bits one
place to the left with bit 0 being
reset and the original bit 7 going
to the carry flag. This has the
effect of multiplying the byte
value by two, provided there is
no overflow to the carry flag,
i.e. the original number was less
than 128.

SRL or Shift Right Logical
moves all the bits one place to
the right with the original bit 0
going to the carry flag. Bit 7 is
reset and this has the effect of
halving the original byte value.

These instructions are illus-
trated in Fig.3.

speaker with machine code

In the next article we will | machine code or reading the

look at the IN's and OUT’s of | keyboard and driving the loud- | routines.
Fig. 1. Rotation instructions RRC and RL
BIT NUMBERS
- SRS S S I e S P CARRY FLAG

(HL) 5—*0—-1—-*1--0--1--[]—-1——#?

AFTERRRC(HL) 1 0 0 1 1 0 1 0 1

i
A 0= 0=0=0=0= 0= n--n--——x

AFTERRLA 0.0 0 @ 0 0 0 19 0

Fig. 2. Rotation instructions RLC and RR

BIT NUMBERS
7 8 B itd g vl CARRY FLAG
J Y Y
(HL) 0=+0=1=1=0<=1=0=1 7 |
AFTER RLC(HL) 0 1  GRER  [E, RN 1 g, (B 0

|
A O0=+>0=>1—>120—=1-=0-+1—>?

AFTERRRA 1 0 0 1 -0 1T 0 1

Fig. 3. Shift instructions SLA and SRL

BIT NUMBERS BYTE
7 6 5 4 3 2 1 0 CARRY FLAG VALUE
[ [
A QeQ0=1=1a(0=1=(0=1=0 7 53
AFTERSLAA O 1 1 0 1 0 1 0 0 106
A 0=Q0=0—=1—=1=0—-1=+0—-»1—? 53
AFTERSRLA 0O 0 0 1 1 0 1 0 1 26
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SPECTRUM GAME

There just m ith be a stin

in fhis fami

In this'Spectrum game Bert the
bee has to avoid the gardener in
order to go about his daily
buzzingss of collecting nectar.

Bert can be controlled either
by joystick or by using the
keyboard — Q =up, A=down,
O =left, P =right. There is a hi-
scoretable so you can keep your
own pollén-count whilst making
sure the gardencr ain't misbee-
hivin’.
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in the tail
fun game from Andi
E‘uwley for the Spectrum

How it works

0 save

2-4 initialisation of variables

5 gosub for menu

10 initialisation of variables
(controls)

15 set timer

16-25 set up screen

30 gosub for controls

40 change level

800-910 joystick control routine

900-990 keyboard control rout-
ine

1000-1010 end of game

1015-1110  input/view highest
three scores

8500-8740 instructions

Variables

CON control routine
HS highest scorers name
J$ second highest scorers name
J§ third highest scorers nnmt
HS highest score
HS3 third highest score.
t score

GAME. points
SC score
TS title block
LIVES lives remaining
Y %y, mmdinntu ol lhumln
I ES$ graphics

level
H counts no. of uh,[em

13 mmcﬁ"”‘“

sj'stun

N.B. T$ is made up of 32 blank |

Spaces

I=
-

P o e Bl e L i L A R e,

e LR

v
R TR

8
e b .

R L e



Vi

1 SAVE "BEEZY" LINE 9999%9:
2 POKE 23607,123: LET CON=Z

e -. ._. ="ﬂ. E" =
*RINL AT 11

.73 FLASH 13" WRITTEN
%3 LET GAME=S@: LE
4 LElI ts$=" -

000
LET SC=@: LET LIVES=3: LET

2zL74 TD 234672 STEF —1: POKE N,@: NEXT

53467 I4+PEEK 234672)/5@: FOR M=0 TO 7: LET

RINT AT A,B:; INK &3 BRIGHT 13:":"
950 AND SC<185@ THEN LET LIVES=LIVES+1i HBEE
AT @.@:T$:AT 0,12; INK 2; PAPER 73 "SCORE"SF
AT 21.0:T$:AT 21,12: INK 1: PAPER 7g"LI
B CDN: NEXT M -

FOR N=@ TD 1@: FOR I=0 TD 7: PRINT AT 13158
PD7 ,S@: MEXT I: NEXT N: LET GAME=GAME+25:
S : LET le=le+l: GD TO 15

-k JOYST ICE *#%6%xde

ENT AT X,Y: INK 6: PAPER O;"#"
STR W A,B: INK &3 PAPER @3 BRIGHT 13":"_
=14 Y= GNDeyY=B THEN BEEF .@1,5@0: LET SC=85
504 IF IN Ti=8 LET X=X-1: PRINT AT
=T AT X+1,v:" "3;AT XiWg. INK &3 PAPER @

BAS IF IN 31=4 THEN NT
INT AT X.¥: INk &3 PAPER OEg
gpés IF IN 31=2 THEN LET Y=Ye
ap7 IF IN 31=1 THEN LET Y=Y#
INT AT X,Y: INK &3 PAPER @:;"#'
B@8 IF X=A AND Y=B THEN BEER
B@Y IF SCREEN$ (X,Y)=(CHR% l&)
1,18; PAPER 73 INK 13LIVES: F(Q

": NE
RIGHT 13":": IF LIVES=80 THEN

81@ FRINT AT INT (RND*2@+1),INT (RND*32):CHR$ le: GO TO B0@
DR REM *# % u k% CONTROLSH %35 %% %% % y
21 PRINI AT X,¥Y: INK &: PAFER @:"#" :
@2 1F X=A AND ¥Y=B THEN BEEF .®1,5@0: LET SC=SC+GAME:: RANDOMLZIE = RETURN
995 IF INKEY$#="M" THEN GO SUE 1100

IF ¥<=8 THEN LEWS¥y=UY
Y=31: PR

PRINT AT X,Y+13" “:
: PRINT AT X,Y—-1:" "z IF Y¥>=31 THEN LE]

.01,50: LET SC=SC+GAME: RANDOMIZE : RETURN

THEN BEEP .0@1,-9: LET LIVES=LIVES—1: FRINT AT 2
N=1 TO 20: PRINT AT N,0 INK @:" -
NM: PRINT AT A,B; INK &3 B

0O T0 1000

91@ IF INKEY$="@" THEN LET K=x-1: FRINT AT X+1,Y;" ": IF X<=1 THEN RET X=1: P
RINT AT X+1.Y¥:;" “"3AT X,Y: INK FAPER @:"#"

92 IF INKEY$="A" THEN &y +1: PRINT AT X-1,Y¥;" “: IF X>=20 TH T X=20:
PRINT AT X,¥: INK |

940 IF INKEY$="0" - X,¥Y+15" pATHEN LET Y=

95@ IF INKEY$="F'«#HEN LET Y=Y+1: PRINI AT X,Y-13" ": IF Y251 THEN LET Vv=3

AT X,Y3 &; FAPER B3 "#"
x=A AND Y=B THEN BEEF .@1,50: LET
WEEY$="M" THEN GO SUB 1100
REEN$ (X,Y)=(CHR$ le) THEN BEEF .01,-%
ER 7; INK 1:;LIVES: FOR Nel TO 2@0: PRINT
“: NEXT Ng PRINT AT A,B;
:": IF LIVES=@ THEN GO TO 1000
AT INT (RND*2@+1) ,INT (RND#32):CHR$ le:
IVES=3: FOR N=1 TO 2@: PRINT AT N,B®: INK
": NEXT N _

AT 11,43 FPAPER 23 INK 73 FLASH 13" THE
75,60

LET GAME=5@:
<HSZ THEN GO TO 1050
® “HS3Z AND SC<HSZ THEN GO TO 1020
HSZ AND SC<HS THEN GO TO 1030
>HS THEN GO TD 1040

HSZ AND SC<HSZ THEN INFUT "WELL DONE
JTER YUUR NAME ({3 LETTERS}": LINESJ

BRI

=C+GAME : #RANDOMIZE : RETURN

ET LIVES=LIVES—-1: PRINT AT 2
N,@; INK @:3"
(NK. &3

GO TO 00
2; PAPER 73 FLASH 13"

GARDENER GOl YUU “: BEEF 1,5

0L HAVE TODAYS THIRD HIGHEST S
: F LEN J$>3 THEN LET J$="":
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1025 LET HS3=50
1829 GO TO 1050

1030 IF SC:HSZ2 AND SC<HS THEN LET J#=N$
D HIGHEST SCUORE.FPLEASE ENTER YOUR NAME 4
GO TO 1030

1@35 LET HS3=HSZ:
1039 GO TO 1050 =
1040 1F SC>HS THEN FOR N=4@ TO 4@ STEP 2: BEEFP .004,N:
$=H%: INFU1 "WELL DONE YOU HAVE TODAYS BEST
ERS3"3; LINE H$: IF LEN H$>3 THEN GO TO 1040
1045 LET HS3=HS2: LET HSZ=HS: LET HS=SC

1@S@ BEEP .1.40: FOR N=@ TD S5@: FOR I=0 TO S:
ESl"
1054

: INPUT “"WELL
S LETTERSI}";

LET HSZ=50L

CLS : GO TO 9000
BRIGHT 1:H$:" WITH
WITH ";HS3: NEXT I:

IF INKEY$<>"" THEN
1355 FRINT Al 5,83 INK Ij
S23AT 15,8: INK I+23J%3"
1100 RFEM

11@S BEEF .09, 10:
1112 RETURN

BS00 REM ##### INSTRUCT IONS#*## %%

8510 PRINT Ar 1,12:"BEEZY": LET i#$=" HI MY NAME IS BERT
GOT A PROBLEM.YOU SEE THE GARDENER HAS TRAFFPED ME AND

Ko..l MUST COLLECT THE NECTAR FROM EACH OF THE FLOWERS,

ENER WIillL DROF I1F ANYONE CAN HELF ME YOU CANY

B700 FRINT AT 4,@3: FOR N=1 TO LEN I$: BEEF .003,60:
871@ PRINT A1 21,03 FLASH 13" FRESS ANY KEY

8715 IF INKEY#="" THEN 0 10 8710

B72@ CL5 : LE1 i$="i0 MOVE BERT "# ARDUND THE

OD=LEFT F=RIGHT"

A1 4,03: FOR N=1 TO LEN 1%:
AT 21,03 FLASH 13"

INKEY#="" THEN GO TDO 8730

"aHS: AT
NEXT N:

18,

FRINT AT X,Y+13"

FRI1

BEEF .Q003,560:
FRESS ANY KEY

8725 FR1
8730
8735
8740
o ]
A5
9R10
015
. 1802
016
017

FRINI
FRINT
IF
CLS
PRINT AT @,@;t$;AT @,14;
FOR n=1 TO 13: PRINT AT n,@;:
PRINT AT 13,0;t$
BEEF .1,15: PRINT
PRINT AT 4,5:; INK
FRINT AT &,5;3 1Nk 23
PRINT AT 8,5; INK 23
@20 FOR N=@ TO S@0: FLOT
F04@ 1F INKEY$="2" THEN
RINT : NEXT n: GD 10 &
9045 ‘IF INKEY$="4" [HEN BEEF
FDS@ IF INKEY$="1" THEN FOKE
al")
P52
9055
9900
9905
9910
9915
928
9925
9930
9950
9998
9999

INK 13
I MK

FAFER 73;"“"BEEZY"
155 Nl n.,30;

aT
£

2,9; INK 23 PAPER 73
FPAFER 7;
FAFER 7;
FAFPER /73
RND#255 ,RND*S58:

FLASH 1;"3.KEMFSTON":
FLASH 1:;"4.kKEYBOARD":

-1,30: LET CON=900
234692,255: FOR n=0 TO 36:
ITHEN BEEF LET CON=800
GO TO 1850

PRINT CHR# N3z NEXT N:
FOKE 23687 ,15@0: FOR N=4&4008 10 &4040
KREAL a: FUEE n,a: NEXlI n: FUEKE 235368/ ,:24Y
DATA B88,40,20,39,126,188,16,564

DATA 128B,192,112,.20,26,2,3,1

DATA &6,11,30,60,124,238,231,213

DATA 0,0,1256,219,255,153,153,70
LOAD. "CHARS"CODE : GO 1O 2
REM currah u-speech

LET S#="(B) (EE) (S)EE"

lF INKEYZF="3"
NEXT N: CLS =
FOR N=32 TO 2355:

.1,38:

DONE YOU HAVE TODAYS

LINE N#%:

SCORE . FLEASE

PRINT AT 2,10;

CLS

SCREEN

I N
FLASH 1;"1.INSTRUCTIONS":
FLASH 1;"2.5TART GAME":

BEEF .01 ,RND*180+40
LET S#="(B) (EE) (S)EE": POKE 23692,255: FOR n=8@ 10 37: F

SECON
[F LEN N#>3 THEN

NEXT N: LET J#=N$: LET N
ENTER YOUR NAME {3 LETT

INK. 1:;"TODARYS GREAT

8:

INK I+13N$;"
GO TO Y000

WITH "sH

THE BUMBLE BEE AND 1I°'VE
SEl ME AN IMFOSSIBLE TAS
THATS EASY BUT THE GARD

NT I$£(N)z;: NEXT N

USE G=UF A=D0OWN

NT If(N)g: NEXT N

NEXT n

1z " "=
BEEF .1
BEEF .1,5

BEEF .1,0

BEEFR .1.-—5

PRINT : NEXT n: GO TO 85
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Dave Reeder lends an ear o music on
the BBC with Beebug’'s MUROM. Read
on to find out why he was impressed

In common with most Beeb
users, I've never really come to
terms with its music capa-
bilities. The variety and depth
of its sound channels and para-
meters mean that even moder-
ately complex musical
arrangements can reduce the
average user to a state of
gibbering insensibility all to
quickly.

All of which is to say the
least, a waste. As tools to be
exploited, the SOUND and EN-
VELOPE commands deserve
special notice, and an ever-
increasing number of music
add-ons, such as the MIDI
explosion, compete for our
attention and our money.

Enter Beebug — with
MUROM and a promise that
with it, vou will be able to
exploit the Beeb’'s sound
potential to the full. The
package itself looks promising
— an 8K ROM (version 1.20
under review), a demo cassetle
of music data files, a quick
summary function card and yet
another function key strip to
misplace.

So, to work! Two minutes
with a screwdriver and the
ROM’s in place, ready to be
called from within BASIC (note
that there is a possibility of
workspace corruption if called
from another language) with
one of four possible variations
of the command SCORE. or
directly by MUROM.

The Editor
Calling MUROM defaults to
the Music Editor (a cold start)
with 4K of memory reserved
above the existing page — this
allows up to 341 notes per
channel, but the workspace area
can be easily altered if you wish.
The initial screen display is
clearly laid out: four channels,
note numbers and a selection of

toggle displays between hori-
zontal or vertical editing modes,
playback status and note entry
details. Virtually every com-
mand can be entered with either
a single keypress or combina-
tion of Shift, Control and
Keypress.

The four channels (three
music and one white sound) can
be filled with notes using the
cursor keys and, although rests
are entered automatically, there
is no bar entry. A simple colour
marking of every eighth note
helps though as bars are usually
four, eight or 16 beats. Each
note can be entered by channel
(0-3), octave (0-5), envelope
(1-16) and length, The editor’s
ease of use is amazing once the
basic techniques are grasped.
The music entry becomes fast
and accurate — especially with
copy techniques, transposing
modes, optional harmonies,
letter or keyboard entry and so
on. Music data can also be
loaded to and from disc or
cassette.

Star Commands
As well as *SCORE mentioned
above, there are a variety of star
commands which can be used
outside MUROM (as long as the
ROM is present in the
machine!):
*PLAY — This obviously plays
the data you have entered, but
is interrupt driven so that you
can hear vyour masterpiece
whilst running a program,
printing or even loading from
cassette.
*TEMPO — 15 tempos are
available and the speed of music
playback can be changed even
whilst music is playing!
*HARM — Not a true har-
mony, but this does produce
quite a pleasing effect and is
especially useful in providing a
basis for your own more precise
harmonies.

W
Bt

*MUTE — Instant stop to any
music playing.
*MONO/*COLOUR — The
Music Editor can be in either
colour or monochrome, depen-
ding on your TV/monitor,

Envelope Editor

The other main part of the
utility is a display enabling you
to define up to 16 envelopes.
Again, the editing is simple — it
needs to be! As you'll know,
the following parameters of the
Beeb's envelopes can be de-
fined: Attack, Decay, Sustain,
Release, Level and Decay Level,
with possible value ranges of 0
to 127. Anything that simplifies
such a complex system is to be
welcomed, and when it is as
clear as MUROM’s display, it is
doubly so.

MUROM also includes a sel-
ection of pre-defined envelopes
(*PIANO, *FLUTE, *DRUM,
and others which can be used
both in your own programs and
within the Music Editor. And,
to complete the package, a
range of instant sound effects
for game use such as *ZAP
(spaceship laser) or *TRIM
(trim phone).

Getting Technical

The demo tape included in the
utility shows in 11 selections
just how effective the Beeb’s
music capability can be, from
Bach’s ‘‘Anna Magdalena' to
Madness’ *“*My Girl”’! My lit-
mus test for music packages is
to try and key in Scott Joplin’s
““The Entertainer’’ (theme from
“The Sting'’) — wusually I
collapse in despair but
MUROM handled it like a
dream. Its 10 note value and
five octave range (two octaves
either side of middle C) made
light work of multi-octave
syncopation.

In short, this is an excellent
utility. 1 recommend it highly,
but with one small word of
caution — the more you under-
stand and can read music, the

more you’'ll get out of
MUROM. Well done, Beebug!

D.R.
Price: £29.00

Supplier: Beebugsoft .

Address: PO Box 50, St Albans,
Herts
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W | There's only one

5 survivor after this

O | gun duel to the
finish. The loser

e | books in
permanently at the
underground hotel
on Boot Hill. So sit
down for a
showdown with
Stephen Gray's
game for the BBC

Play the roles of Buffalo B
and Big Bad Tom in th
western shootout game for t
players. The first gunfighter t
score five hits wins the ge

and is declared the greatel

gunslinger in the West,

8

L



10
20
=0
40

&0
70
B8O
F0
100
110

REHM

REM Boot hill
REHM By Stephen Gray
REM EBC Model B
REH For H.C.W.
REM Grayface
REM

ON ERROR RUN

HODE 7

PROCINIT

Bi=Dz TH=

IF

FROCSCREEN
EM 222

B%=5 OR

e 1 W

n;in loop kEk%

T%=5 GOTO 800




220 FPRINT'CHR$132;TAB(11); "by Stephen Gray"

530 PRINT"*™ Take the role of Buffalo Bill or B
ig Bad Tom in this Western shootout for twoplaver
8. Shoot your opponent five times to win the game
and be declared the bestgunslinger in the West."

S40 PRINT® "CHR®130; "CONTROLS BILL TOM*™
*'"CHR$131; "UP CAFPE LOCK RETURN"® "CHR%13

1z " DOWN BHIFT LOCK DELETE"'"CHR$131;"FIRE
4 e

S50 PRINT’ *CHR$133; "Press RETURN to start®

580 EFX1S

570 A=GET:IF A<>13 GOTO S70

580 ENVELOPE 1,1,0,0,0,1,1,1,120,-2,~-2,-2, 120,40

S90 VDU 23,224,0, 40, 60, 255,52, 62, 60, 60, 23, 225,56
,124,126,127,127,127, 126, 126, 23,226, 126, 126,102, 10
2,102,102,119,119,23,228,0,0, 43, 248,240,0,0,0, 23,2
30,120,124,120,0,0,0,0,0

&00 VDU 23,234,0, 40, 50,255, 44, 124, 60,60, 23,235, 2
B, 62, 126, 254, 254, 254, 126, 124, 23, 236, 126, 126, 102, 10
2,102, 102, 238, 238, 23, 238, 0,0, 252,31, 15,0,0, 0, 23,24
0,0, 0,30, 42, 30,0, 0,0, 23, 255, 255, 255, 255, 255, 255, 25
5,255, 255

410 VDU 23,241,1%,15,15%,7,7,7,7,31,23,242,0,0,0,
0,0, 7,255, 255, 23, 243, 255, 255, 227, 3, 3, 3,1, 1, 23, 244,
248, 192, 192, 192, 192, 192, 224,224, 23, 245,7,31, 63, 127
, 127, 255, 255, 255, 23, 244, 224, 248, 252, 254, 254, 255, 29
=, 255

620 B$=CHR$18+CHR$3+CHR$I+CHR$224+CHRSS+CHRS10+C
HR$225+CHR$B8+CHR$10+CHR$2246+CHRS 1 1 +CHR$2281 G$=CHRS
1B8+CHR$3+CHRS$3+CHR$230

H£FZ0 Te=CHR®1B+CHR®EZ+CHR®2+CHR$234+CHRe8+CHR®10+C
HR$235+CHR$8+CHRS 10+CHR$234+CHRSB8+CHRSB+CHRS 1 1 +CHR
$2381 P$=CHR$ 1 B+CHR$3+CHR$2+CHR$240

580 CemCHRES18+CHRSO+CHRSO+CHRS$24 1 +CHR$242+CHRS8+
CHR$8+CHRS | 0+CHR$243+CHR$244 +CHRS$B+CHR$84+CHRS 1 04CH
R%18+CHR$O+CHR$I+CHR$245+CHR$24 4

450 F$=CHRS1B+CHRSO+CHR$2+CHR$2SS+CHR$2SS+CHR$E+
CHR$B8+CHRS$B+CHR$ 10+CHR$255+CHR S Z2S55+CHR$Z255+CHR$255
+CHREtE+CHR®*B+CHR$8+CHR2 1 0+CHREZ255+CHR 255

&&0 ENDFPROC

670 DEF PROCSCREEMi1VDU1IB,0,130,12,19,3,2;014,17,
StPRINTTAB(O,O) 3 ™ BILL TOM"

&B0 PRINTTAB(O,1)3,B%,T%

4690 GCOLO, 3:MOVE 440, 300:MOVE B40,300:PLOT 85, 44
0,800 FLOT B85,840,4800:PLOT BS, 5840, 7S50: GCOLO, 2: MOVE
&00, 300: MOVE &80, 300: PLOT 85, 500, 400:FPLOT 85, &80,
400:MOVE 500,500:MOVE &4&00,500:PLOT 85,500,580:PLOT
85, &00,580

700 MOVE &80,500:MOVE 780,500:PLOT 85, 4B0,SB0O:FL
OT 85,780,580 BYL=012:TYK=512: BFi=0: TF¥=0z: H=0

710 VDUS:MOVE 100,S12:FPRINTE$:MOVE 1100,512:PRIN
TT#: IF Bi=0 AND TX=0 RESTORE 720:FOR G=1 TO 1Z2:REA
D F,J:SOUND 1,1,F,J:NEXT

720 DATA 33,2,21,2,5,4,5,4,5,2,13,2,21,2,25,2,33
»%,33,4,33,4,21,4

T30 FOR A=1 TO 2000:MNEXT

740 ENDPROC

750 DEF PROCHIT (HX)

760 IF HYU=2 THEN MOVE 100,BYX:FPRINTF$:MOVE 100,E
Y4A:PRINTCS: TA=Tk+1 ELSE MOVE 1100,TYX:PRINTFS: MOVE
1100, TYX:PRINTCS: BiimBi+1

770 RESTORE 780:FOR 6G=1 TO 11:READ F,H:SOUNMD 1,1
sFsHINEXT

780 DATA 13,6,13,4,9,2,13,56,25,4,21,2,21,4,13,2,
13,4,9,2,13,4

790 FOR A=1 TO 4000:MNEXTiH=1:TF¥i=0: BF¥=0: ENDFPROC

800 MODE7:FPRINT*:FOR A=1 TO 2:vDU141,131,13&:FRI
NTTAB(10) "WELL DONE ":NEXT

B10 PRINT"":FOR A=1 TO 2:VDU141,129,13&6

B20 IF BiX=35 PRINTTAB(11)"BILL '!" ELSE PRINTTABI(
LLVETONY, 3™

830 NEXT

B40 PRINT'*:FOR A=1 TO 2:VDU134,141,1346:FRINTTAB
(11)"YOU WININEXT:PRINT"""CHR$133;" Fress RE
TURN to restart”

850 $FX1%5

860 A=GET:IF A<>13 6OTO B840

B70 GOTO 110

Use this cassette inlay card for your program

Programs are always supplied on

cassette and are accompanied by full Name

details of the program variables, how
the program works and any hints on

Address

conversion you can offer. Please type
these details double spaced. Listings

are helpful but not essential. What is

vital-is that the programs should be

completely error free, so please
double check.

Always use a coupon firmly fixed to

Expansion needed

the back of your envelope, and fully
complete and enclose the cassette

Special loading instructions

inlay card.

We are particularly interested 1in
programs with less than 100 actual
lines of BASIC. All submissions are
acknowledged.

] Complete this coupon and stick it firmly on the back of vour envelope
Name

Send your

programs to

— - T i, e — — I — — ——— | — — i — i — —

{

=]
=
:
L=

WIIELY
Program submission

Program title
Machine

C

| Address

L]
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Choosing educational software for use
in the home is John Henderson'’s
subject this week. Read on and you
will know what to look for in future

Sometimes the only clue avail-
able to help parents in choosing
software for their children to
learn at home is the label
educational. There is so much
to choose from whatever the
make of computer, yet often
educational software bears little
resemblance to what children
are doing in schools. What
should parents look for?

Well, start by thinking of the
micro itself. How is it changing
our lives by our involvement
with it? It is creating changes in
the way our children learn and
this is the first clue to choosing
software.

Look at the software before
buying. If it seems to be the
kind of drill and practice type
exercise that was abundant in

our school days, the chances are
that children will become quick-
ly bored in the same way that
we did. Hardly the best way to
use new technology, which
naturally motivates children. If
you find the learning boring,
children will too — using the
micro should add a new dimen-
sion to learning enabling
children to think more for
themselves.

Allow younger children,
especially, time to explore
situations and extend them-
selves. Many shops now have
facilities for previewing soft-
ware, 1f not ask if it can be
returned or exchanged after
viewing at home (no copying of
course).

When choosing a micro, fac-

tors such as range of colours
available, sound options,
peripheral ports etc. probably
figure high on the list. Look
then to see if software uses
sound and colour effectively or
merely to jazz up a poor
program. Most educational
programs use few space-invader
type graphics or sound, but
there are notable exceptions
such as NUMBER CHASER
from ASK. Colour can be parti-
cularly helpful to draw the
attention of children to certain
words on the screen, as can
letters printed in double-height
text. Above all the screen
display should be clear to help
children understand what is
going on.

Program loading times can be
important, especially with
cassette users. Better publishers
indicate clearly in their loading
directions the length of time
required to load. They also
supply a duplicate copy of the
program on the other side of the
cassette in case of loading diffi-
culties. This leads us to another
clue to success — the publishers
name.

Most reputable publishers
want to protect the quality of
their products and reject work
that is below their own stan-
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dards. Look for publishers who
explain aims behind their pro-
grams and any add-ons that are
required. Support materials and

documentation illustrate the
thought that has gone into
developing a program. Spelling
mistakes in documentation or
the actual program often occur
in poor programs. The inclu-
sion of actual screen illus-
trations within their booklets is
a good sign to look for. When
you find a program that is
successful at home, look for
others from the same stable as a
quick guide to quality.

Having loaded the software
the next best thing to do is
annoy the program. By this |
mean make deliberate errors (Lo
se¢ how the program handles
mistakes. If you are asked to
input a number, try to input a
letter. Press W instead of A,
answer NO instead of YES, or
press ESCAPE to see what
happens and how the program
reacts.

A good program will always
have some form of help page
that the user can refer to and
will, in some cases, actually
direct the learning pattern.
Children finding difficulties
expect more help than a loud
noise and a screen message
showing a tick or a cross.
Programs bearing a scoring
system are often poor, em-
phasising competition in favour
of education when the two can
happily assist each other. Good
drill and . practice programs
should have variable skill levels
with lowest numbers for lowest
skills, a record page to give
some form of feedback, and a
help section which shows clearly
what is happening if children
are making mistakes.

Learning to cope with
mistakes takes a long time. The
micro provides an ideal oppor-
tunity to make learning fun.
The infinite patience of the
machine coupled with speed
and range of responses give our
children opportunities that have
never before been available.
Disastrous software can throw
away all the advantages and
reduce the micro to an im-
personal teaching machine.

Choosing software is often
related to personal choice, but
try to make these choices
informed ones by seeing how
others react. Educational pro-
grams for groups of children
need groups of children to
prove dtheir value. Inviting
friends around to play can

benefit your children (even if
the noise level rises). The real
key to choosing successful
educational software is a dual
involvement between parents
and children.

Let’s look at one suite of pro-
grams for infant children that
are effective and enjoyable
(even adults enjoy these).
Adventure Playground is a suite
of two programs based on
nursery rhymes.

In Queen of Hearts, the
screen display is split into two
clear parts — the top half
presents the graphics and the
bottom half the text, which is a
mixture of upper and lower case
letters. Children are given clear
information on which to act.
They are told which exits are
available to them using stan-
dard formats of N, 5, E or W.
YOU CAN SEE and YOU
HAVE help to instil a picture in
the minds of the children show-
ing exactly which options are
open to them.

Travellers in this magical
world are allowed to carry only
two objects at a time. This may
seem small compared to other
adventure programs, but is
ample for younger children to
cope with.

Using SWAP, TAKE and
LEAVE allows plenty of flexi-
bility with only a few words to
learn to read. In fact, the whole
aim of the program is to give
confidence to young children.
Many of us have dreamt of
entering Aladdin’s Cave, or
taking the Yellow Brick Road to
the enchanted wood. In Queen
of Hearts it all comes alive in a
meaningful way. As children
collect and use the spider to
frighten Miss Muffet, the
proceed along an imaginative
path full of intrigue.

Children particularly enjoy
the friendly messages contained
in the program. If travellers
need to re-trace their steps,
messages such as THE LAST
TIME YOU CAME HERE
YOU DRANK SOME MILK
appear as reminders before the
journey continues, all of which
helps users to become familiar
with the planned route.

After battling with wands,
books, clocks and broomsticks
to name but a few, the object of
this adventure is to take the
tarts to the Queen who lives in
the castle. If you arrive without
the tarts, the Queen is quite
naturally upset. However, your
problems may still not be over if
you have the tarts, as the knave
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is likely to steal them. What is
worse, the wicked magician has
jumbled up the route of your
journey and the exploration
must begin again.

What makes this so special
and one of the best pieces of
infant software on the market?
1. The stories have a natural
appeal to the children as they ae
based on well-known rhymes.
2. The number of commands to
be learnt is small — seven in all.
This also means less typing.

3. The superb graphics are
colourful and relevant to the
adventure.

4. Care has been taken to
disable the escape key.

5. In the documentation there is
a clear directive for parents and
children to use the programs
together for the first time. This
enables a realistic discussion of
the possibilities. Having done
this, the situations within the
story are changed by the com-
puter and the child embarks on
a journey which, although
meeting some familiar charac-
ters, is full of new adventures.

Crooked Adventure is a set of
four games based on the poem
THERE WAS A CROOKED
MAN and the aim is to get the
crooked man and his crooked
cat and the crooked mouse to
the crooked house. Sounds
easy, but there are a few
surprises on the way.

At the beginning music plays
and the nursery rhyme is
displayed on the screen. The
beauty of this program is that it
can be driven with any one key
from the keyboard. In reality,
the ARROW KEYS and
BREAK pose problems. How-
ever this is particularly helpful
for children with limited
reading/manipulative skills.
Even ESCAPE allows them to
Carry on.

Game one involves the
crooked man in search of the
crooked stile. Movement is by
choosing one of four ways, and
extra moves are gained by
choosing the correct shape to
complete the puzzle. On the
way it is advantageous to collect
as many of the three pairs of
glasses hidden on the screen as
possible, so that you can see
vour way to completing the
trail.

Game two, the crooked six-
pence, involves searching for
hidden keys by matching the
colours of pairs of trees. Game
three is a simple chase game —
the crooked cat has to catch the
crooked mouse. Finally in game

four, all three have to get to the
crooked house being careful not
to fall down the traps.

Only when all three are in the
house can children try the keys
they have collected (up to five)
to see if they can open the door.
Thus the excitement is main-
tained to the very end, and very
little reading skill is required.
The real learning medium here
is the discussion that goes on
whilst the program is running.

Value for money does not
necessarily mean the cheapest
programs available. There is a
plentiful supply of expensive
rubbish on the educational
scene. Reviews can be helpful,
but the most effective strategy is
to spend a long time looking at
the software in the shop with
the children who are going to
use it, or to ask local teachers
what is being used in schools.

Most teachers would be only
too glad to supply help where
necessary. Start by working
through the programs with
children so at least you are
aware of some of the situations
users are likely to meet and can
talk about the results at the end
of a computer session. The
most effective judges are the
children themselves — software
that they keep going back tois a
clear indication of success for
them as individuals. For a final
quick checklist, here are some
golden rules:

1. Look before you buy.

2. Is the screen display clear?

3. Are colours and/or sound
used effectively?

4. Is there a Help page always
accessible?

5. Do you recognise the name
of the publisher?

6. Use the program with your
children and learn and talk
with them.

Useful references:
A Parent’'s Guide to
Educational Software.
Dr. Bill Tagg —
Telegraph — 1985.
160 pages of useful advice for
£5.95.

Daily

Pace — An Introduction to
Educational Home Computing.
Peter Kelly — Pace — 1984
Informative and jargon free for
£1.00.

Widgit Software
Crooked Adventure
Queen of Hearts
1984

£6.95




AMSTRAD CPC464

BEAT THE

CLOCK

There's fun and Variables inv_number of invaders |
education in score, lives, level, name what ﬂ“&"‘“ lh'fﬁ’h“‘ . :c'é

J count number of tries at sum
John Wﬂghf S f, ;,l mﬁnsl by ¢, d, & sum /answer
Sum-Vaders game gl ,n:uf“‘“‘""“‘ PR e of highest oo

] ] name o sCorer

for Amstrad CPC464 | | gun gun position high high score 3
users

15 REM *x#% SUM-VADERS Co
. pyright John
t 1985 1xx y = i

10 GOSUE :f'.h‘_':u:a

Aimed " 15 GOSUEB 2500
imed at the seven to ten age 20 GOSUE 10003 - =01
to make a game out of 20 GOSUER 900: 60 -
i : ( SUER 920; %
practising your sums against the S0 GOTO 200 )1 GOSUBR 930:GOSUR 940
clock. So get those brains into 100 AFTER BOO GO
: ) = . =T
action but don’t forget to keep 105 CLS #3:¢=0:y _H%hi?‘.'.r..ffggﬁ;éq#':' 2. 1:PRIN
an eye on the time! T #3,"7°:WHILE INKEYS$<S"“sWEND
L10 $=0:u=0: WHILE +=0
How it works él"' A$="":WHILE as="" AND f=0:a$=INKEYS$:WEN
10-50 initialisation calls 120 IF $=1 THEN 155
100 timer routine 125 »=ASC(a%$):y=LEN(bS)
: - - x=1Z =1 0 155
— 165-175 sound sub-routine 135 IF x=127 AND v>0 THEN ¥
180-190 unplotting sub-routine R e Yeag WRNLERTRIDS Yol )
' 200-620 main loop 15C
lll 700-750 compute sum ij‘:‘ ;E v=type THEN £=1:G0TO 155
800-870 new invaders screen = #<>127 THEN b$=b$+as
I m-?lpﬂdupdmpla}mranking 152 EL.E #3:LOCATE #3,2,1:PRINT #3,b%
update score 155 WEND:RETURN
;ﬁ uﬂu Fm:r power 160 $=1:g=1:RETURN
update hves } 165 SOUND Z,B00,20, & SOUND Z,1B00, 85, 46: FOR
ll 1000-1100 set up playing screen %=1 TO 2000:NEXT i%:RETURN
2000-2040 initialisation =y B e bk £ ¥
[ 2500-2660 get players name 170 FOR j%=4 TO 200 STEF 2:SOUND 1,i%,1,5:N
all?.. 3000-3090 title screen EXT:RETURN
4000-4400 end of game routines 17S SOUND 2.50,20,.F:850UND 2,70,30,Z:RETURN




180 LOCATE #2,1,3:PAPER #2,3:FPRINT #2,SFPACE

$£(20) :RETURN

190 LOCATE #2,1,54:FAPER #2,J3:FPRINT #2,SPACE

£(20):RETURN

200 WHILE lives>0 AND "avel<?7

210 WHILE inv>0 AND lives>0

220 WHILE laser<11 AND lives>0

240 ON level GOSUB 700,710,720,730,740,750

250 GOSUB 180:L0OCATE #2,5,3:FEN #2,1:FPRINT

#2,"Try this one"

2460 GOSUE 190:x=INT(LEN(name$) /2): LOCATE @2
s 11-x,6:PEN #2,2:PRINT #2,name$

270 LOCATE #2,4,9:FEN #2,0:FPRINT #2, USING
"$HH";c: LOCATE #2,8,7:PRINT #Z,«%

280 LOCATE #2,10,9;PRINT #2, USING "#8#";d:L

OCATE #2,13,9:PRINT #2,"="

290 count=0 *

I00 PEN #3,0:G05UB 100:IF g=0C THEN 330

Z10 count=count+1:G0SUB 170:6G0S5UEB 1B0:LOCAT

E #2,5,3:FEN #2,1

S20 PRINT #2,."0ut of Time":FOR j¥=1 TO 13500
tNEXT:60TO 350

a0 count=count+1

40 b=INT(VAL (b%)):b=ABE(b): IF b=e THEN 400
250 IF count=2 THEN 340 ELSE GOSUB 180:L0CA
TE #2.6,3:1FEN #2,1

TeS FRINT #2,"Second Tryv":60SUB 1&5:60T0 30

o]

260 GOSUE 180:GDSUF 190: LOCATE #2,6,3:FEN #
2. 0:PRINT #2, "Hard Luck™

=70 LOCATE #2,2,6:PRINT #2,"CORRECT ANSWER
'IEII

JB80 CLS #Z:LOCATE #3,2,1:PRINT #3,e:FOR j¥i=
1 TO 2500:NEXTzlives=]ives—1

=90 GOSUEB F40:FOR i%=1 TO Z2000:NEXT:G0TQ 41

(0]

400 GOSUB 175:IF count=!1 THEN score=score+l
0 ELSE score=score+S

40S BOSUER 220:605UE F350:FOR i¥=1 TO 2000:NE
XT

410 CLS #2:CLS #3:WEND

420 IF lives=0 THEN 570

430 BORDER &6.24:FDR 31%=1 TO &:50UND 1,90,10
+S5:SO0UND 1,110,10,5:NEXT ° ,

440 LOCATE #2,3,6:PEN #2,1:FPRINT &2, "FPRESS

SFACE BAR"

450 IF inv>1l THEN fire=B ELSE +fire=4

4460 WHILE INKEY (47)==1:WEND:SOUND 3,1350,10,

T30,0,10

470 FOR ji¥%=13 7O fire STEF =-1:LDOCATE #1,gun
L i%:PEN #1,2:PRINT #1,CHR®(145)

480 FOR i=1 TO 7S:NEXT:LOCATE #1,gun,ji:FAF
ER #1,0:PRINT #1," ":NEXT:BORDER 1

490 FOR j%=2000 TO 200 STEF -25:S0UND 5,RND
XN, 2, 1%/200,0,0,3%47100: NEXT

SO0 LOCATE #1i,gun-1,fire-2:FAFER #1,0:PRINT
#1." ": LOCATE #!,gun-1,fire-1

210 PRINT #1," “": LOCATE #1l,gun, 14:FAFER #
1,0:PRINT #1, " "

=220 1nv=inv=1:1IF inv=0 THEN 550

530 IF inv=1 THEN gun=3

540 IF inv=2 THEN gun=7

=50 GOSUBR B870:=score=score+l10:60SUB 920:]1ase
r=1:LOCATE #0,1,3:FAFER #0,4

5S40 PRINT #0.SFACE$(11):605UB 930

w70 CLS #Z:WEND

580 IF lives=0 THEN &10

290 level=level+l:IF level=7 THEN &10

&00 GOSUE 900:CLS #1:6G0SUB BOO

610 WEND

&20 GOTO 4000

700 c=INT(RND(1)%21S)+1:d=INT{(RND{1)%15)+1: @
=c+d: x$=CHR$ {159) : RETURN

710 c=INT(RND(1)¥1S)+10:d=INT(RND(1)Xc)+1: @
sc-d: u$=CHR$ (154) : RETURN

720 c=INT(RND(1)X120)+1:d=INT(RND(1) X50)+1:
g=c+d::E=CHH${IE?}:HETURM

730 c=INT(END({(1)%¥50)+40:d=INT{(RND(1)3c)+]:e
=r=fd:uE=CHR®(154) : RETURN

740 c=INTI(RND{1)%12)+1:d=INT(RND(1)%12})+]1:e
=c¥d: XE=CHRS (203) : RETURN

750 d=INT(RND{(1)¥12)+1:e=INTI(RND(1)¥12)+1:c
=r¥e:uS$=CHR$(172) : RETURN

BOO LOCATE #1.4,2:FBN #1,11:FRINT #1,CHR$(2
O4)+CHES (224) +CHE$ ( 2035)

810 LOCATE #1.4,3:FEN #1,%:FRINT #1,CHR$(22
1)+CHRE$ (207 ) +CHR® (220)

B20 LOCATE #1,2,4:FEMN #1,12:PRINT #1,.CHR$(2
04)+CHR$ (224 ) +CHRS (205)

830 LDCATE #1,2,7:PEN #1,10:PRINT #1,CHR$(2
21)+CHR® (207)+CHE% (220)

B840 LOCATE #1,.4,.5:FEN #1,12:FPRINT #1,CHRS$(2
04)+CHR$ (224 +CHR$ (205)

850 LOCATE #1,5,7:FEN #1.10:FRINT #1,CHR®(Z2
21 )+CHRE$ (207 ) +CHR$ {220)

B&D gun=Il:inv=3:laser=]

870 LOCATE #1,.gun.14:FEN #1,2:FEINT #1,CHRS
(239) tRETURN

Q00 LOCATE 1.14:FPAFPER 4:FPRINT SPACES (10} :L0D
CATE 1.14

210 PAPER O:FPEN Z:PRINT rank$(level):RETURN
920 LOCATE #0,7,45:PEN O:PAFER 4:FRINT score
tRETURM

930 LOCATE #0,laser,3:FEN Z2:FAPER 4:FRINT p

ower$:laser=]laser+2:RETURN

940 LDCATE #0,7,9:FPEN O:PAFER 4:PRINT lives
: RETURN

1000 MODE ¢:BORDER 1:CLS:RANDOMIZE TIME
1010 INK O,0:INK 1,2:INK 2,6:INK 3,13:INK 4§
g 2

1020 INK 9,56,24:INK 10,24,568:INK 11,18,2: INK
12,2, 18

1030 WINDDOW #0,1,11,1,14:WINDOW #1,12,20,1,
14:WINDOW #3,14,20,23,23

1040 PAFPER #0,4:CLS #0:PAPER #1,0:CLS5 #1
1050 WINDOW #2,1,20,15,25:PAPER #2,3:CLS #2
1060 PAPER #3,3:CLS #3

1070 LOCATE #0,1,1:PEN 2:PAPER O:PRINT #0,"

LASER FOWER"

1080 PEN O:PAPER 4:LOCATE #0,1,&:FPRINT 8&0,"

SCORE="

1090 LOCATE #0,1,9:PRINT #0,"LIVES=":LOCATE
#0,1,12:PRINT #0, "RANKING"

1100 LOCATE #0,1,12:FRINT #0, "RANKING": RETU

RN

2000 DIM rank$ (&) :SPEED INK S50,20:RESTORE 2

030

2010 FOR j=1 TD &:READ a$:rank%(j)=as:NEXT

2030 DATA Cadet,Corporal,Sergeant,Captain,M

ajor,General

2040 power$=CHR$(154)+CHR${(154)+CHR%(243):b

est$=""1high=0: RETURN

2500 MODE 1:CALL %BCO2:CALL %BBAE

2510 BORDER O: INK O0,0:INK 1,0:INK 2,2:INK 3
« 243 GOSUEB 3000

2520 FOR i%=2 TO 24 STEFP 2:SOUND 3,1i%%10,20
«S5:S0UND 3,i%%20,10,5

2530 INK 2,26-i%:1INK Z,i%:FOR j%=1 TO S00:N

EXT i%:NEXT 1%

2540 SOUND 32,4600,560,.5:WINDOW #3,12,29,20,20
:PAPER #3,0:CLS #3

2550 LOCATE #0,9,15:PEN 3:PRINT "Flease typ

e in your name"

25860 type=15:PEN #3,2:60SUB 105

2565 IF LEN(b$)=0 THEN GOSUE 1&5:G0T0 25&0

2570 IF y<type THEN GOTO 2400

2580 CLS #3:G0SUB 1&5:L0OCATE #3,3,1:PRINT #

I, "Shorter please"

2590 FOR 4%=1 TO 2000:NEXT i%:60T0O 2560

2600 x=0:x=INSTR{(b%," ")

2610 IF x=0 THEN name$=b$:60T0 Z2&30

2620 name$=LEFT$(b$,x)

2630 LOCATE #0,8,15:PRINT SPACE® (246):CLS #3
:b$="0K , "+name$:x=INT(LEN(bS)/2)

2640 LOCATE #0,21-x,18:PEN 3:PRINT bs$:SPEED

Page 32 HOME COMPUTING WEEKLY 30 July 1985




INK 30,20
2650 INK 1,0,&6:LOCATE #0,10,22:PEN 1:FRINT
"Press SPACE BAR to play"
256560 WHILE INKEY{(47)=-1:WEND:RETURN
TO00 PEN 1:LOCATE 1,25:PRINT "SUM-VADERSY
010 FOR i%=0 TO 1580 STEF 2
TO20 FOR 3%=0 TO 1& STEF 2
IO03I0 IF TEST(i%,i%) THEN PLOT 1465+14%2, So0+
JAx2, 5:FLOT 16S+1i%¥2, I57+i4¥2:PLOT 1&67+1X%2
s IS5+ UR2:PLOT 167+i%%2,357+3%%2
TO040 NEXT i¥%:NEXT i¥%:LOCATE 1,25:FPRINT SPAC
Es(18)
I0S0 FPEN 1:LOCATE 1,25:PRINT "BY JOHN WRIGH
T*
X060 FOR i%=0 TD 224 STEF 2
ZO70 FOR j%=0 TO 146 STEP 2
=080 IF TEST(ik,3%) THEN PLOT 100+i%32, 3500+
JARZ2,2: PLOT 100+1iEx2, 302+ A¥2: PLOT 102+1 L¥2
g O+ 1 ARZ2: PLOT 10241 MEKZ, 302+ 1482
S090 NEXT JX:NEXT i%X:LOCATE 1,25:FRINT SPAC
E$(24):FEN Z:RETURN
4000 MODE 1:CALL &%BCO2:CALL %BB4E:h=0
4010 INK O,1:INK 1,568:INK 2,11:INK 3,25
4020 PAFER 0:CLS:BORDER 14
4030 IF score<high THEN 4100
4040 high = score:best$=name$:h=2:FOR j%=1
TO Z:6G0SUB 17S:NEXT
4050 LOCATE 12,8:PEN 1:FPRINT "A NEW HIGH SC
ORE"™

4060 LOCATE 18,12:PEN J:PRINT high:LOCATE 1
5,15:PRINT “scored by"
4070 LOCATE 20-INT(LEN(best$)/2),20:FEN Z:F
RINT best$:FOR i¥%=1 TO BOOO:NEXT

3100 CLS: IF level 7 THEN 4200

4110 FOR 1%=200 TD 4 STEF-=1:S0UND 2, 1%, 1,5
NEXT

4120 x$="Well done "+names

4130 LDCATE 21-INT(LEN(x®)/2),S5z:FEN Z2:PRINT
“%$:LODCATE 7,10

4140 FRINT "You have reached the rank of":L

OCATE 15,15:FEN 1

4150 PRINT "Air Marshall":LOCATE 14,22:PEN
SHFRINT "FPress any Key"

41560 WHILE IMNEEYS$<>"":WEND:IF =2 THEMN 4Z00
4200 CLS: IF h=2 THEN 4300

210 BRUOSUE 170:LOCATE ZO=INT(LEN{name$) .,/ 2},

2t FEN Z2:PREINT nama$

4220 LOCATE 15.10:FRINT “Scored ":score

4230 LOCATE 7,15:PEN 1:FPRINT "The best so f

Ar 1is "jhigh;" by"

4240 LOCATE 20-INTI(LEN(best®) /2),20:FPEN 1:F

FINT best$:FOR 4¥=1 TO 8000:NEXT

4300 CLS:S0OUND Z,500,50,35:LOCATE S5,4:FEN 2

4310 PRINT "Do you want to play again..Y/N"

4320 WHILE INEKEYS$S<>"":WEND:as="":WHILE agt="
"1at=INKEY®$: WEND ;
G350 IF UFFERE£{af)="N" THEN CALL O

4ZT40 IF UPPERS$(a%)="¥" THEN 4350

4350 BGOTO 4320

4350 LDCATE 4,4:FEMN 1:FRINT * Same p
laver..Y/M ":REM B+H sSpaces
4370 WHILE INEEY® "Hr:WEND: at="":WHILE a%="

":at=INKEY%: WEND

4780 IF UFFER®{as)="N" THENMN 15
4320 IF UPFPER®(as)="¥" THEN 20
4400 EOTO 4=Z70

For help with Reading and Whiting

O 01-405 4017

Since 1975, 350,000
adults have been helped

to read and write better.
If you want help look for

this sign.
For further information

Adult Literacy & Basic Skills Unit
PO Box 213 London WC1V 7ET
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BRIGHT SPRITES

In this first part of a new series for
C64 owners, Andrew Clarke explains
what sprites are, how to put them on

screen and which memory locations

control them

prite graphics on the

Commodore 64 are diffi-

cult to understand and
use but are childs play when vou
have the necessary knowledge
to get them on screen and
moving about.

They have several advantages
over UDGs in that they are
fairly easily defined, quite
simple to move and animate,
and are far more ‘mobile’ in
that you do not have to go
through the continuous routine
of moving and rubbing out the
old position. They can be
imagined as a sheet of plastic
placed on the screen which may
be defined as you wish and
moved at will — rather similar
to the technique used by
cartoon makers.

Firstly lets get through all the
barriers and get a sprite on the
screen. Type ‘V=53248" and
Press RETURN then type
‘POKEV + 21,1" and press
RETURN once again. You have
now given the variable V the
value of the location of the first
register of the 64's graphics chip
— the VIC chip. The second
instruction simply tells the
computer to switch on sprite
number 0 — remember they are
numbered 0 to 7!

Although you have switched
on the sprite nothing should
appear on screen yet, simply
because you have not position-
ed it. Type ‘POKEV,150" and
press RETURN then type
‘POKEY +1,150" and press
RETURN.

You should now have some-
thing on screen. It will not look
too exciting because you are
looking at an undefined sprite
— that is, you have not vel
altered it to your needs. If you
have nothing on screen (ry
typing these additional
instructions — ‘POKEYV + 39,1°
and ‘POKE2040,199'. Then
you ought to have something to
see,

The latter two instructions
turn the sprite colour to white
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and tell the sprite to get its data
from block number 199. These
are used in case your sprite
registers are set differently —
for example, the sprite may
have been blue (the same colour
as the screen) and therefore
invisible, or the sprite pointer
may have been pointing at a
sprite block where no data of

If you have experience with
graphs then imagine the screen
as a piece of graph paper with
the zeroes of both the axes in
the top left corner. The fgures
after the comma relate to the
position on the screen. For
experimentation purposes type
those instructions again but this
time use different figures (from
0 to 255) and you will see the
sprite appear in various loca-
tions. It is possible that 1t won't
be on screen because the ‘sprite
screen’ 15 bigger than actual
screen which you can view!

This screen is shown in Figure
1. You'll see that the X position

any description was present! Sprit e
For the moment let us discuss Fnlnﬂ_r A k ,m
‘POKEV, 150 and ‘POKEV + | | 2040 Sprite0’s pointer
1,150'. The first deals with || 204 Sprite 1's pointer
sprite zero's X position — if the 2042 5]}1'!!# 2‘,5 PONTICE
screen was given an axis | | 2043 Sprite 3,5 pointer
horizontally then it would be | | 2044 gp".“ S pointer
called the X axis. A vertical axis | [ 2043 prite 2,5 pointer
would be the Y axis and this is % gp".“ T'E pointer
programmed by the second prite /'s pointer

instruction.
Table of sprite locations

V = 53248

Location(V) Numerical Purpose

v 53248
V+1 53249
V+2 53250
V+3 53251
V+4 53252
V+5§ 53253
V+é 53254
V+7 53255
V+8 53256
V+9 53257
V+10 53258
V+11 53259
V+12 53260
V+13 53261
V+14 53262
V+15 53263
V+16 53264

V+21 53269
V+23 53271
V+27 53275
V+28 53276
V+29 53277
V+30 53278
V+31 53279
V+32 53280
V+33 53281
V+37 53285
V+38 53286
V+39 53287
V +40 53288
V+41 53289
V442 53290
V+43 53291
V+d4 53292
V+45 53293
V+ 46 53294

Sprite 0's X position
Sprite 0's Y position
Sprite 1's X position
Sprite 1's Y position
Sprite 2's X position
Sprite 2's Y position
Sprite 3's X position
Sprite 3's Y position
Sprite 4's X position

. Sprite 4’s Y position
Sprite 5's X position
Sprite 5's Y position
Sprite 6's X position
Sprite 6’s Y position
Sprite 7's X position
Sprite 7’s Y position
Far X position for all sprites

V+17 to V+20 — not relevant

Turn on sprites

Expand sprite vertically

Sprite to background priority

Switch on multi-colour sprites

Expand sprite horizontally

Collision register (sprite to sprite)

Collision register (sprite to backgrnd)

Border colour of screen

Background colour of screen

Multi-colour 1

Multi-colour 2

Sprite 0's colour

Sprite 1's colour

Sprite 2's colour

Sprite 3's colour

Sprite 4's colour

Sprite 5's colour

Sprite 6's colour

Sprite 7's colour




only extends part of the way
across the screen. Do not
worry! This is easily overcome.
Just POKEV + 16 with any one
of the following values:

| — Sprite Zero
2 — Sprite One
4 — Sprite Two

8 — Sprite Three
16 — Sprite Four
32 — Sprite Five
64 — Sprite Six
128 — Sprite Seven

This will switch the approp-
riate sprite onto the far X
position. To switch more than
one sprite add up the values and
POKE that in. For example for
Sprites One, Three and Four
thevalueis26 —2 + 8 + 16 =
16. You will find that this
method is used in most of the
registers needed to control
sprites — multi colour, expan-
sion etc. — so it is worth
remembering.

To switch back to the near X
position simply omit the value
from the total and rePOKE the
far X register. You can POKE
the X position register with 0 to
255 but only values of 0 to 80
will allow the sprite to be
visible.

1 suppose before we go much
further it would be interesting
to have something good to look
at. Therefore the following
short program will define a
sprite. You can have some fun
with the sprite pointer register
at 2040. Poke it with any value
from 0 to 255. You'’ll notice
that lower values will flicker at
times — block 2 is generally of
this variety.

What you are looking at is
the 64's operating system — the
living part of the 64 if you like.
Higher in memory is the charac-
ter set and them vyour own
program space. Generally it is
best to store sprite data after
block 199 — on larger programs
use higher locations or switch
blocks altogether. The Pro-
grammer's Reference Guide will
be of great help at this stage.

After running this program
you will have a Droid sprite on
screen, coloured white. If it
isn’t white then type ‘POKEV
+39,1'. This simply tells the
VIC chip to colour sprite zero
white. To change the colour
POKE that location with one of
the other figures below:

0 — Black

1 — White
2 — Red

3 — Cyan
4 — Purple
5 — Green

X positions run from 0 to 255,

Far right X positions run from 0 to 255,
Only 0 to 91 on viewing area,

-
Y

Y positions run from 0 to 265,

=
e
)

:
e e S
Hx-u:- e e e e L e et

R

J(" Not affected by the POKEV+16 instruction at all.

Darker area reprasants

the area which can be seen.

The ‘border’ is the actual

araa in which a sprite can move,

Figure 1. This shows the area in which a sprite can be positioned
which are both viewable on-screen and those which are not.

6 — Blue

7 — Yellow

8 — Orange

9 — Brown

10 — Light Red
11 — Gray 1

12 — Gray 2

13 — Light Green
14 — Light Blue
15 — Gray 3

You will probably notice that
some colours do not come out
too well on the blue back-
ground. Changing the back-
ground colour generally helps
but surprise surprise no colour
will show up on a screen of an
identical colour. If you try to
POKE sprite zero blue it will
vanish — but it is still there.
If you run the cursor past the
sprite position you'll see that it
hasn’t moved, it has just been

Sprite Definition Program

camouflaged with the back-
ground.

You'll probably wonder what
happens if you POKEV +139
with a higher value (16 to 253).
Don’'t expect unlimited colours
though the same sixteen are
simply repeated. As with most
of the locations given here
anything over 255 will result in
an ‘‘illegal quantity error’’.

As you have probably realis-
ed by now getting a sprite
actually on screen is easy. You
just need to remember your
V+21s and the V + 39s. It may
seem a little difficult at first but
if you resolve to have at least
half an hour each night at the
keyboard they'll become second
nature.

Of course, location V+21 is
actually value 53269 and V + 1
should be 53249 but which do
yvou think you can remember

most easily? | know which one 1
prefer and [ think whoever
wrote the CBM 64 Program-
mer's Reference Guide agrees
with me. This is obviously one
standard but I'd recommend
using it as your own as it makes
other people's programs far
easier to understand.

Fig. 2 is a complete list
of sprite commands using the
variable V as the starter
location. Included are the
numerical equivalents purely
for a reference basis. So far |
have used sprite zero, but using
the information in the chart you
can try to get the other sprites
on screen too.

As a piece of homework 1'd
like you in particular to gel
sprites 1, 2 and 5 on screen.
Colour them all vellow and
make them all access sprite
block 199. Solution next time,

100
11@
1200
130
140
15@
16@
170
180

@ REM *%%%%x PROGRAM ONE #*%#%%%
1 REM *%%%%% SPRITE DEFINITION
2 REM ****%* PROGRAM
10 FORT=@TD&2: READA

2@ POKE199%64+T ,A:NEXT
30 POKE2040,199

99 REM %% DATA FOR DRDID CHARACTER %
DATA®,?,2,0,0,0, 1
DATAZ55,0,3,255,128,228,16
DATA71,164,146,69,164
DATA135,255,193,131,255,129,190
DATA16,253,252,16,127,184,56
DATAL1,1460,0,5,150,0,5
DATA19@,@,253
DATA199,245,232,68,23,233, 68
DATASSL, 62,254,

L &k

16,69

,130,0,129,175

124,1,255,0
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C64 GAME

Propel Wally the
Wunda-worm
through the maze
in search of his
fattening quarry in
this game for the
C64 by Simon Eyre

\

Unlike most.Wornis: whn favour
a diet ofsoil, Wally has'cultiva-
ted a taste Fnr bums ‘and%if the
can’t consum@é ten'he Wwon't ﬁ
able to progress to the next leve
of this folr séreen game'where
ten more % buns ' await  the
voracious agthropod. Toad-
stools which litter his path are
deadly and should be wriggled
around.

This worm will turn if you
press Q to go up, A to go down,
O to left and P to go right.

Variables

WM position of worm
CL poke of colour
SR sustain, release
AD attack decay
WA waveform
YO volume

Hl hi-frequency
LO low-frequency
LE no of level

LY no of level

KE key check

How it works

10-50 iditialise variables
60-125 set screen according
ta level
llﬂ-‘i’?ﬂ check for key press
220 - check for collision
290 -move Wally
500-580:-deduct one life
800-840 -add.one bun o sally
EI}-SHI} moveup a lével
1000-1020_ set up level one~
1030-2010-set up leveliwb—
2020-2040 -set up level three-
2050-3040 . set up level"fouir —
3020-3110%end game/restart
4000-5000 “pamt-toadstools
and buns
5010-5100 set up UD-G )
S2(0-5310 instructions ™
6000-6060 data for UDG's
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10 POKES3280,2: POKES32B1, 15: PRINT"LCLEAR]"
20 GOSUB 5010

30 GOSUB 5200
40 VD=542396: WA=54276: AD=54277 : SR=54278: WN=1964: CL=54272: PO=39: LU=25

50 HI=54273:L0=54272:SC=0:L1=3:LE=1:DI=1
60 PRINT”CCLEARICc 71BUNS:”;SC;"CRUSONICRED] WALLY THE WUNDA WORM CRUSOFF1Cc 7
3 LIFE:";LI '

70 FORI=1064T01103:POKEI, 196: POKEI+CL,2: NEXT

80 FORI=1103T0O2023STEP40:POKEI, 160: POKEI+CL,2:NEXT

90 FORI=2023T01SB4STEP-1:POKEI, 160:POKEI+CL,2:NEXT

100 FORI=1884TO1063STEP-40:POKEI, 160: POKEI+CL,2:NEXT

110 ONLEGOTO1000, 1030, 2020, 2080

120 IFLE=5GO0TOS000

125 GOTO4000

130 KE=PEEK(197): IFKE=E4THEN1B0

140 IFKE=G2THENDI=-40:PO=36

150 IFKE=10THENDI=40:P0=37

160 IFKE=3BTHENDI=-1:P0=38

170 IFKE=41THENDI=1:P0=39

180 WHM=WM+DI: IFPEEKCWM)=32THENGOTO230

190 IFPEEK(CWM)=1600RPEEK (WM)=20S0RPEEK (WM)=21STHENGOTOS00
200 IFPEEK(CWM)=410RPEEKCWM)=3SO0RPEEKC(WM)=196THENGOTOS00
210 IFPEEK(WM)=40THENGOTOBOO

220 IFPEEK(WM)=41THENGOTOS00

230 POKEWM, PO: POKEWM+CL,5

240 POKEVO, 10: POKEAD, 8: POKESR, 255: POKEWA, 33

250 POKEHI ,43:FORI=1TO15:NEXTI : POKESR, O: POKEWA, O

260 POKEAD,O: POKEHI, O

270 K=RNDC1)

' 280 IFK> .2THENPOKEWM,41:G0TO0130

230 POKEWM,32:60T0130
SO0 FORI=15TOOSTEP-2: POKES3280, I: POKEVO, I: POKEAD, 8: POKESR, 255

510 POKEWA, 129:POKEHI, 38: FORT=1T0100: NEXTT : POKEWA, O: POKEAD, O: POKESR, O
520 POKEHL,O:NEXTI

530 PRINT”CHOMEIC DOWNJCDOWNICDOWNICDOWNICDOWNIC DOWNIC DOWN I C DOWNICDOWNI COOWNIC DOW
N3JCDOWNACRUSONICRED] WALLY WORM HAS LOST A LIFE »

535 FORR=1103

540 FORI=100T0120STEP2: POKEVO, 15: POKEAD, 20: POKESR, 30

SSOLPOKEWA|, 17 : POKEHI , I: POKELO, 200: FORT=1T010:NEXTT:SC=0: POKES3280, 2

580 FOKEWA, 0: POKEHI , U POKEAD, D POKESR, 0: NEXTI : NEXTR: POKEVO, O
(570 LI'LI-i IFLI-DTHENEDTDSDED

SB0 WM=186Y4: DI=1: P0=39: GOTOG0

BOO POKEUD, 15: POKEAD, 16: POKESR, 128: POKEWA, 17
B10 FORI=100T0130: POKEHI, I:POKEHI,0:NEXTI
820 | POKEWA, 0: POKEAD, 0: POKESR, O: POKEUO, O

'HE§; C=SC+1: IFSC=10THENGOTOBS0

PRINT”CHOMEICc 731BUNS:”;SC; "CRUSONJICRED] WALLY THE WUNDA WORM C[RUSOFFICLc 7
LIFE:";LI
E&u POKEWM, 32: GOT0130
850 FORT=1TO4
860 POKEUD, 15: POKESR, 255 : POKEAD, 64 : POKEWA, 33
870 POKEHI,S57:FORI=1T0S0:NEXTI
30 POKESR, 0: POKEWA, 0: POKEHI , 0: POKEAD, O
B89Q POKESR, 255: POKEAD, 128: POKEWA, 33: POKEKI , 38
900 "FORI=1TOBO:NEXTI : POKEWA, 0: POKEHI , 0: POKEAD, O: POKESR, O

{920 PRINT"[CLEARICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICDOWNICRY

JSON Dlewsesswyal LY IS ON THE NEXT LEVEL®#sswsw>
'S30°FDRI=1TOS00:NEXT: LE=LE+1: LU=LU+4:SC=0:WM=196%: PO=39: DI=1
sauaﬁhrnﬁn

END

REM *LEUEL ONE®*
000 PRINT”CHOMEJCDOWNICDOWNICDOWNICODDWNICDOWNICDOWNICDOWNICBLUED™

1010 FORI=1TO10:PRINT”CRIGHTICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTILR
IGHTICRIGHTILRIGHTILRUSONICRED]ICs Q1Cs Wl1ls Q1Cs QICs WILCs Q1Cs QICs WlLs QICs @
1[s Wlls QICs QICs WIls QICs QICs WI":NEXT

1020 GOTO120

1029 REM *LEVEL TuwO*
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1030 FORI=1274TO1594STEP40: POKEI, 1650: POKEI+CL ,%4: POKEI+4,160: POKEI+CL+4,4

1040 NEXT:FORI=1361TO1561STEP40: POKEI,160: POKEI+6, 160: POKEI+12, 160

1050 POKEI+CL,%4: POKEI+CL+6,4: POKEI+CL+12,%:NEXTI

1060 FORI=1321TO132%: POKEI, 160: POKEI+(40*7),160: POKEI+CL,4

1070 POKEI+CL+(40*7) ,4:NEXTI

1080 FORI=1608T0O1612:POKEI, 160: POKEI+CL,4:NEXTI:FORI=1610T01610-(40*3)STEP-40
1080 POKE!I, 160: POKEI+CL,%:NEXT

2000 FORI=1434T0O1437: POKEI, 160: POKEI+CL ,4:NEXTI

2010 GOTO120

2020 FORI=1188T01185:POKEI, 160: POKEI+40,160: POKEI+B0,160: POKEI+120, 160

2030 POKEI1+360, 160: POKEI+400, 160: POKEI+440, 160: POKEI+480, 160

2040 POKEI+CL,8:POKEI+CL+40,8: FOKEI+CL+B0,8: POKEI+CL+120,8

2050 POKEI+CL+360,8:POKEI+CL+400,8: POKEI+CL+'%40,8: POKEI+CL+480,8

2060 NEXT:PRINT"CDOWN]":FORI=1TO17:PRINT"CPURPLEICRIGHTICRIGHTICRIGHTILRIGHTILRI
GHTICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTILRIGHTICRIGHTICRIGHTICRIGHTICLRIGHTICRIGHT
JCRIGHTICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTICRVSONILs GQJC(s W]ILls Qll(s Wlls Ql[s Wl

(s OJCs WILs QJCs Wl™

2070 NEXT:GO0TO1=20
2080 PRINT"CHOMEJCDOWNICDOWNICODOWNICDOWNICBLACK] " :FORI=1TO3: FORT=1T03

2080 PRINT"CRIGHTICRIGHTICRIGHTICRUSONICLs Q1Cs GQl(s QJCs QICRIGHTICRIGHTICRIGHT]
[s Wils WIls WI1ls WICRIGHTICLRIGHTILRIGHTI(s QJC(s QIC(s QILs QICRIGHTICRIGHTILRIGH
Ti1ls Wils WICls Wlls WICRIGHTICRIGHTICRIGHTICs QJC(s Q1C(s Qi1Cs Q1"

3000 NEXTT:PRINT"[DOWNICDOWN]":NEXTI

3010 GOTO1l20
3020 PRINT"C[CLEARICDOWNICDOWNICDOWNICRUSONICRED]#*»ssssyallY IS DEAD,SO SAD SNIF

F ssssss”
3030 PRINT"CDOWNICDOWNICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTICBLUEIBUT DO NOT FEAR

HOORAY HOORAY "
3040 PRINT"CDOWNICRIGHTICRIGHTICRIGHTICRIGHTICRIGHTITHE WONDA OF WALLY HAS BROUG

HI"
3050 PRINT"CDOWNICRIGHTICRIGHTICRIGHTILRIGHTICRIGHTIHIN BACK TO LIFE ! WHOOPEE!

3ﬂq PRINT"CDOWNICODOWNICRIGHTICRIGHTICRIGHTICRIGHTILOOK ! LODK YONDER I.E BELD
W

3070 FORI=1TOS00:NEXT:FORI=1704T01743: POKEI ,39: POKEI+CL,2

3080 FORT=1TO20:NEXT: POKEI,41:NEXTI

30350 PRINT"C[DOWNICDOWNICDOWNICDOWNILCRUSON] PRESS ANY KEY TO PLAY AGAIN

3100 POKE1SB8,0:WAlT138,1:POKE1S8,0
3110 GOTO40
4000 FORK=1TO1S5
4010 T=INTC(RNDC1)*BOO)+1:T=T+1064
4020 IFPEEK(T)<>32THENGOTO4010
4030 POKET,40:POKET+CL,10:NEXTK
4040 FORK=1TOLV
4050 T=INTC(RNDC1)*BO0)+1:T=T+10B64
Y060 IFPEEK(T)<>32THENGOTO4050
4070 POKET,35:POKET+CL,0:NEXTK
4080 GOTO130
S000 LU=LU+20:LE=1:G0OTO130
S010 PRINT"CCLEARICBLACKIPLEASE WAIT FOR WALLYS UDG TO BE MADE"™
S014% PRINT"CDOWNICDOWNICREDIWRITTEN BY SINON EYRE 1985 5 JANUARY"™
S020 POKESE33%,PEEK(56334)AND25%: POKEL , PEEKC(1)ANDE251
5030 FORL=0TO1720: POKEL+12288, PEEK(L+53248) : NEXT
5030 POKE1l,PEEK(1)0RY:POKES633%,PEEK(56334)0R1
S100 FORC=0TOG&: FORB=0TO7: READN: POKE12568+(8*C)+B,N: NEXTB,C
5110 POKES3272,28:RETURN
S200 PRINT"CCLEARICRIGHTICRIGHTICRIGHTILRIGHTICRIGHTICRIGHTICLRIGHTICRIGHTICRVSON
JCBLUE] WALLY THE WONDA WORNM *
S210 PRINT"CDOWNICDOWNICRIGHTICREDIGUIDE WALLY ARDUND THE SCREEN EATING™
S220 PRINT"CDOWNICRIGHTITHE BUNS BUT AVOIDING ALL OTHER. OBJECTS™
S230 PRINT"CRIGHTICOLLECT 10 BUNS TO ENTER NEXT LEVEL"
S240 PRINT"[(DOWNICDOWNICDOWNICELACKICRIGHTILRIGHTISTARRING :-
5250 PRINT"CDOWNICRIGHTIE AS TONY TOADSTOOL™
S260 PRINT"CDOWNICRIGHTIC AS BERTIE BUN"
S270 PRINT"CDOWNICRIGHT]) AS WALLYS TAIL"
S280 PRINT"(DOWNICRIGHTIQ-A-0-P AS THE CONTROLS"
5290 PRINT"CDDWNICRIGHTICRUSONIWALLY THE WONDA WORM BY SIMON EYRE 138B5"
S291 PRINT"CRIGHTICRIGHTICRIGHTICRIGHTIPRESS ANY KEY TO PLAY WONDA WALLY™
5300 POKE15B8,0:wAlIT188,1:POKE138,0
5310 RETURN
6000 DATABO, 126,255,255,60,60,60,60
6010 DATA24,60,126,219,219,255,219,153
6020 DATA153,219,255,219,218,129,60,24
6030 DATA3,15,63,231,231,127,63,0
6040 DATAl1392,248,254,243,243,254%,252,0
6050 DATAZ28,102,251,123,129,255, 126,60
. BO60D DATASE, 124,238,195,195,238, 124,56
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See Micronet 800 in action!

AYDON ]
Bath. Boots, | Marchants ["assage,
Southgate. Tel 0225 64402
Bristol Avon Computer Rentals,
16 West Street, Old Market
Tl 0272 550600,
Bristol Boots, 59 Broadmead
Tel: 0272 293631
Bristol Laskys, 16-20 I'enn SireeL
Tel 0272 20421,
Clevedon. Compuier Cenire,
12A Old Street, Clevedon
Tel 0272 879514,
BEDFORDSHIRE
Bedford. Boots, The Harpur Centre,
Harpur Street. Tek 0234 56231.
Dunstable. Dormans, 7-11 Broad
Walk Tel 0582 38302,
Leighton Buzzard. [Datasine,
59 North Street. Tek 0325 374200,
Leighton Buzzard. Milton hevnes
Music & l‘.'fnmErulrrs. 17 Bridge
Streel Tel 0525 382504,
Luton. Hobbyte, Unit 16, The
Amdale Centre. T'el (582 457195
Luton. Terry More, 49 George
StreeL Tel 0582 23391
& BERKSHIRE
lough. M\ Games 245 Hi
SIW:Ehi'c]; 75 21594, -
BUCKINGHAMSHIRE
Bletchley. BAMS Computer
Centre, ]i_' ﬂuccruwi ¥
Tl (908 647744,
Chesham. Reed Photo &
f.'mn&ulcm 113 High Street

Tel (494 7831373
CAMBRIDGESHIRE
Cambri Boots, 65-67 Sidney

Street and 28 Petty Curry Street
Tel 0223 350213

Cambridge. Cambridge Computes
store, 4 Emmanuel Street

lel: 0223 3158264

Cambridge. Logc Sales, Unat 6,
MI%&QIE Parade, Peterborough
[Tek 0733 49696

Peterborough. Boots
4042 Hnd%: atrect, Queensgate
Tel 0733 5352,

CHESHIRE
Chester. Bools, 47-35 Foregate
Street. Tel 0244 28421
Chester. Computer Link, 21 5L
Werburgh Street. Tel 0244 316516
Chester. Laskys, 7 The Forum,
Morthgate Street. Tek (0244 317667,
Crewe. Midshires Computer
Centre, 68-T8 Mantwich Boad
ek 0270 211086
Ellesmere Port. REFR TV & Audio,
1 Pooltown Koad, Whithy
Tel 051-356 4150
Hyde. CC l'ech Computers, 154
Market Street. el 06]- 366 3223
Macclesficld. Camera Computer
Centre, 118 Mall Street
l'el 0625 27468
Macclesfield. Computer Cenire,
68 Chestergate. Tel D25 618827
Marple. Marple Computer Centre,
30-37 Market Strect.
Tel: 061-427 4328
Stockport. Matnonal MicroCentres,
36 5t I!’T:[:crﬁgulc Tek 061429 ROS0
Widnes. Computer Cily, 78
Victoria Road. T'el 051420 3333
Wilmslow. Wilmslow Micro
Centre. 62 Grove Street.
Tel: D625 530890,

CLEVELAND
Middlesbrough. Hoots,
§8-90 Linthorpe Road,
The Cleveland Centre.
Tel: (642 24%:16

CUMBRIA

Kendal The Kendal Computer
Centre, Siramongale
Tek 0539 22559,
Penrith. Pennth Communications
14 Castlegate. Tel 0768 67146.
Whitehaven. I’ D Hendren,

15 King Street. Tel 0946 2063
Workington. | echnology Store
12 Finkle Streev. Tel [

DERBYSHIRE

Alfreton. Gordon Harwood,
67-T1 Hiiﬂi Street. Tel: 0733 E3675].
Chesterfield. Boots, 35-37 Low
Pavement, Market Place
Tek 0246 203591,
Chesterfield. Computer Stores,
14 H!Th:m&n Place.
Tel 46 MESO02,
Derby. Boots, 1 Devonshire
Walk Tel D322 45884

DEVON

Excter. Boots, 251 High Sirect,
Telk 0392 32244,

Exeter. Upen Channel,

Central Station, Queen Street.

Tek (392 218187,

Paipgnton. Compuler Svatems [ad
35 Hyde Road Tel: 0803 524284,
Plymouth. Syntax. 76 Comwall
Sureet. Tek 0732 28705,

Seaton. (Curtis Computer Services,
Seaton Computer Sho
#le Harbour Road el 0297 22347,
Tiverton. Actron Microcomputers,
37 Bampton Street ek (884 252854,

MIRSET
Bournemouth. | ansdowne
Computer Centre, 1 Lansdowne
Crescent [ ansdowne
lel: 0202 20165
Dorchester. The Paper Shop,
H.m%: Hoad el 0305 64564
Poole. | ansdowne Computer
Centre, 14 Amdale Centre.
el 0202 670501

ESSEX
Basildon. Basildon Software
Centre, 75-80 Liberiy Sh rr_!E
Hall, East Square. ek (1268 27922,
Braintree. Mirage Microcomputers
[.id 24 Bank Street. Tek 0376 4832]
Chelmsford. Maxton Havman,
£ Bromibicld Road I'el (1245 354595,
Chelmsford. Way In Computers,
7 ‘n'lllaign: i;i““"" Chelmer Village
Tel: 0245 45TRSE.
Colchester. Boots, 56 1.aon Walk
Tel 0306 577303,
Colchester. Colchester Computcr
Centre, 3a Short Wiyre Strect
lel: 0206 47242
Gravi. H Reviolds, 28a Southemnd
Road Tel 0375 31641
Harlow. Harlow Computer Centre,
17 Staple Tve. T'el: 0279 22846
Hornchurch. Compiel Computer
Svstems 112a Morth Street
Tel 0402 446741,
Ilford. Boots, 177-185 High Road
Tek 01-553 2116,
Romford Software ["lus,
12 Morth Street. ek TOG5271
Southend-on-Sea. Computcrama,
88 London Road Tel 0702 135443
Southend-on-Sea. Compuler
Cenire, 336 London Road.
I'ek 0702 337161,
Southend-on-Sea. Fstuary
Personal Computers, 318 Chartwell
North, Victona Circus Shopping
Centre. Tel 0702 614131.

GLOUCESTER

Cheltenham. Laskvs, 206 High
Streer. Tel 0242 5TO2E2.
Cheltenham. 5Screen Soene, 144

L
Georges Road. Tel 0242 528979,
Gloucester. Boots, 38-46 Eastgate
Streel. Tel 0452 423501,
HAMPSHIRE
Basingstoke. FFishers, 2-3 Market
Mace. 1ek (1256 2479,
Southampton. Business
Flectromics, Micromagc Al Atkins,
T Owie Centre Bosd, "Tel 0703 25003
Waiterlooville. (i B Microland,
7 Queens "arade, London Road
Tet: (0705 259911
HEKTFORD
Hitchin. ffuunll:' {omputers,
13 Bucklesbury, Tel 0462 36757
Potters Bar. the Computer Shop,
107 High Streer Tel 0707 44417
Stevenage. D] Computers,
Town Sguare. Tek 043185 65501.
Watford. SRS Microsysiems,
94 The Parade, High Street
Tek (923 26602,
Watford. Watford Electronics,
Cardifl Road Tel (923 405588
Welwyn Garden City. 1)
Computers, 4 Fretherne Koad
I'ek 96 28444
HUMBERSIDE
Beverley. Computing World,
10 Swabys Yard, Dver [ane.
Tek: D482 881831
KENT
Ashilord. 1X:H, 10 North Streel
I'ek (1233 32597,
Ashford. Geen s ol Ashiord,
B0 High Street. Tel 0233 33366
Bromley. Boots, 148-154 High
Sireet. Tel 01-460 G685
Bromley. Computers [oday.
31 Market Sguare. Tel 01-290 5652,
Bromley. Walters Computers,
Army & Navy, 64 High Street
Tek (] -460 9591
Chatham. Boos, 10-34 Wilmaott
Square, Pentagon Centre
Tek D634 45471
Gravesend. Uravesend Home
Compulers 39 [he [errace
Tel (M74 23871 .
Gillingham. Regal Software
Supphies, 49 High Sireet
el 0634 5796
Maidstone. Eent Micros 51 Unmon
Street. Tel 0622 52784
Rainham. Microway Computers,
39 High Streer Tek (0634 376702
Sevenoaks FEmest Fielder
Computers, Dorset Street.
Tel: U732 456800,
Shortlands. The Village House
ol Computers, X7 Heckenham Lane.
Tel: 01-460 71X

Sittingbourne. -f.'um‘]:!-ul-:'r M,
65 High Street Tel: 0795 235677
Tunbridge Wells. Modata
(.omputer Centre, 28-30 50 Johns
Road. Tel 0892 41555,
LANCASHIRE
Biackburn. I'empo Computers,
9 Railway Road Tel: 0254 691333
Blackpool. Blackpool Computers
Store, 179 Church Strect
ek 0253 2239
Burniey. IMO Business Svstems,
19-43 Standish Street
Iel (2E2 5499
Preston. 4 Muat Compuling
67 Friargate. ek 0772 561952
Preston. [askvs 1-4 Guldhall
Arcade, Tel: 0772 59264.
Wigan Wildings Computer Centre,
11 Mesnes Street Tel 1942 22352
LEICESTERSHIRE
Lercester. Boots, 30-36 Crallowtnee
Crate el 0533 21641
Market Harbo Harborough
Home Computers, 7 Church Strect
Pl (S 63156
LOSNIHON
W1. Computers of "L"Ii'lpw.ln'
Street, 10 'l.'lnEumn' Sireel
el [ 456 (137!
Wl [askvs 42 Tottenham Court
Road. “['el: 00-63%6 0845
W1. laon House, 227 |ottenham
Court Road Tek 01-637 1601
Wl. Somic Foro Micro Center,
256 Tottenham Cournt Road.
Pl O1-580 5826
W1. Tomorrows World Today,
27 Ondord Street. Tel 01-439 7799,
W1. Walters fiumrl.m:n. IPH Evans,
Oclord Street. Tek D1-629 8800,
WCL. Transam Micro Svstems,
59-6] [heobalds Road
Tel O1-405 5240,
W5, Laskvs, 15-19 Ealing Broadway
Shoppinge Centre, Tek 01-567 4717
WH.FE'T[tfn Computers, Barkers,
Kensington High Street
l'el 001-937 F#ﬁ.
SE7. Vic Oddens Micros,
5 London Badee Walk
el 01-403 1988
SE9. Square Deal,
373175 Footscray Road,
Mew Eltham Tek 01-859 1514
SE1S. Castlehurst [.1d, 152 Rye
Lane, Peckham. Tel: 01-639 2X05.
EC2. Devron Computer Centre,
155 Moorgate tek 01-638 3339,
Ml4. Lomc Sales, 19 The Bourme,
I'he Broadway, Southgaic
el 01-K82 4942,
N22, Boots, 38-40 High Koad,
Wood Green. el 01-831 0101
NW3, Mavoralt Micros,
S8 Rosslvn Hill, Hampstead
Tek 01-431 1300.
MYV Davinog Compuicr Store,
112 Brent Streel, Hendon,
Tet 01-202 2272
NW7T. Computers Inc, 86 Golders
Crreen, Tel O1- X9 (401
NWI0. Technomatc, |7 Bumley
Road, Wembley. Tel 01-208 1172,
MANCHESTER
Bolton. Computer World UK [L1d,
208 Chorley Old Road
Tek 0204 494304,
Manchester. Boots, 12 Market
Street. Tel: 061-832 6533,
Manchester. [.askys, 12-14 51
Marys Gate. Tl 06]1-813 (268
Manchester. Mighty Micro,
Sherwood Centre, 268 Wilmslow
Road, Fallowfield. Tel 061-2248117
Manchester. NSC Computer
Shops, 29 Hanging Ditch
Tek 061-832 22 ?*'
Manchester. Walters Computers,
Kendal Milne, Deansgaie.
Tek (w1-832 3414
Oldham. Home & Business
Computers, 54 Yorkshire Strect,
Iel (B]-633 1608
Swinton. Mr Micro, 69 Partington
lane Tek 061-T28 2282
MERSEYSIDE
Heswall Thornguard Computer
Systems, 46 Pensby Road
Tek 051-342 7516 .
Liver l. Hargreaves, 31-4%7
Wa rlznri:..'u.“.?lllli:II ."l.im:r.nql.". alton,
Tel 051-525 1782
Liver Laskys, Dale Street.
el 051-236 3298
St Helens. Microman Computers,
Rainford Industnal Estate, Mill
Lane Ramford Tel 0744 813241
South L Central Studios,
1R Eastbank Street Tel: 0704 31881,
MIDDLESEX
Enfield. [ askvs. 44-48 "alace
Giarden Shopping Centre
Tel: 01-163 6627,
Harrow. Camera Arts 42 5L Anns
Foad Tel 01-427 5469,
Harrow. Harrow Micro, 24
Sprnghield Road. Tel 01-427 D0GS,

See Micronet at John Lewis, Laskys and main Boots

Phone 01-278 3143 for your free information pack now!
Micronet 800, 8 Herbal Hill, London EC1

branches

Hounslow. Hoots, 193-19% High
Streer el O00-5M01 0156
Southall I'.J.1lh.|;1rl.':urnrq.|tcr~.l.1|l
7 Regina Road. ‘Tel 01-574 5271
Tl:d.hll-ﬂ of. Andrews, Broad
Streer Tel 01-997 4716
Twickenham. | wickenham
Computer Centre, 72 Heath Boad
Ik 01-892 TES,
Uxbridge. JKI. Computers,
7T Windsor Streer, 1el (9% 51515
NORFOLK
Norwich. Adams, 125129 King
Street Tel 0603 22129
NOTTINGHAMSHIRE
SuttoninAshlield HN & . Feher,
K7 Outram Street. Tek (0623 54734
OXFORDSHIEE
Abingdon. Ivor Ficlds Computer,
21 Stern Street. ek 0235 21 X7
Banbury. Computer Plus
2 Church lane. “Tek, 0295 5589,
Oxford. Absolute Sound & Video,
19 CHd High Street. Headinglon.
I'el (H65 656651,

Oxford. Science Studio, 7 Lattle
Clarendon Street Tel: 0865 53122,
SCOTLAND
Aberdeen. Hoows, 133141 1'nion

Sireer. el 0224 585349
Edinburgh. Hoois, 101-103 I"nnces
Street. ek 031-225 B33]
Glasgow. Hoots, 200 Sauchichall
Sireel el (41-332 159325,

lax . Boots. UTnion Street
and Argyvle Street. Tel, (M1-248 T3KT
Glas f Pom Dhixon Cameras,
15-17 Dueen Streel
Il D41-204 (826,

SHROPSHIRE
Shrewsbury. Clairmoni
Enterprises, Hills Lane
lel: 3647 52949,

Shrewsbury, Computerama, 13
Castlegate. 'Fc]. (743 G528
Telford. Computer Village 1.1d,
2 3 Hazeldine House, Central
Square. Tel 0952 306771.
Telford. Telford Electronics,
38 Mall 4. Tek (952 504911
STAFFORDSHIRE
Mewcastle-under-Lyme.
Computer Cabin, 24 The Parade,
Silverdale. Tel (0782 636911
Stafford. Computerama, 59
Foregate Street. Tek 0785 41899.
Stoke-on-Trent. Computerama,
11 Market Square Arcade, Hanlev,
I'el: O7TR2 268524,
SUFFOLE
Bury St Edmunds. Boots,
11-13 Cornhall Tek 0284 701516.
Bury 5t. Edmunds. Suffolk
Computer Centrg 1-3 Garland
Street. el (284 705503,
SURREY
shoti. I' & H Electronics, 1I-24
Crunldiord Road. Tel 0276 73078,
Croydon Laskys, 77-8]1 MNorth End
T'elk D1-681 8441
Croyvdon |he Vision Store,
53-5% High Street. Tek 01-686 6362,
{Jmidnn. The Vision Store,
W-98 Morth End Tek 01-68]1 7539,
South Croydon. Concise
Computer Consultants, 1 Carlton
Road. Tel 01-68] 6842,
Epsom. The Micro Workshop,
Ifﬁ:a:mn Approach.
Tel: D372 721533,
Guildford Walters Computers,
Army & Navy, 105-111 High Strect
Tel (483 68171
Walli Sumey Micro Syvitemns,
£3 Woodcote Road Tel D1-5647 5636,
Woking. IIuEtrn, 71-T%
Commercial Way. Tel: (486 225657
SUSSEX
Bexhill-on-Sea. Computerware,
22 St Leonards Road
Tek D424 223340,
Brighton. Boots, 129 North Street
Tek 0273 27088,
Brighton. Gamer, 71 East Streel
Tek D273 728681,
Brighton Laskys 151-132 Wesiem
Road. Tel 0273 725625,
Crawley. Gatwick Computers,
2 The Houlevard Telk (L9973 37842,
Crawley. Laskvs, 6-8 Queensway
Tek 0293 544622
Eastbourne, Boots, |5 Eastboumne
Armdale Centre. Tel: 03232 TT42.

TYNE & WEAR
Newcastle-upon-Tyne. Hoots
Eldon Square. Tel 0632 3129844,
Newcastle-upon-Tyne. | askys,
6 Northumberland Street. .
Tet 0632 617224,
Newcastle-upon-Tyne.

RE Computing, 12 Jesmond Bosd
l'el: 0632 81 ‘q% i

WALES
Aberdare. Inkev Compuler
Services, 70 Mill Streer, The Sguare,
recvnon Tel D685 BKIKIX
Aberystwyth. Aberdata at
Crallowavs, 23 PMer Streel.
lek (970 615522
Cardifl. Hoots, 26 Queens Strect
& 105 Fredenck Street
ek 1222 312491,
Cardiff. Cardifl Microcomputers,
46 (Charles Street. el (1222 37372
Cardif. The( ”.nm;: uter Shop,
4] The Haves, el 0222 26666
Cardifl. Laskvs 32-36 Town Wall,
SL Davids Centne, |ek (222 41619
Cardiff. I' & I’ Computers
4] The Haves "el, 0222 Jbbiéh
Cardiff. Kandall Cox, 18 22 High
Street Arcade. ek 0222 397162,
Mold. Chwyd Personal Computers,
L'rat 19, Dianmel Owen Precinet
Lek (1352 56842,
MNe rt. Cywent Computers,
92 #E:pmm Road Iu,'Lli.IEr!"I- B T,
Swansea. Boots, 17 56 Marvs
Arcade, | he Quadrant Shopping
Centre, el 00792 43461,

Swansea. |he Microstore, 35-36
Singleton Street. '|ek (792 467980
WARWICKSHIRE
Coventry. Coventry Micro Centre,

33 Far Croslord Sireel
ek (EMI3 SR942,
Coventry. Impulse C.omputer
Wiorld, &0 Hertlord Street Precinel
ek (EX)3 553701,
Coventry. [BC Micro Services, 2
Earlsdon Avenue, North Earlsdon
Tel (23 73813
lf_.‘.u'l.':ntrx; askys, Lower IPrecinclL
['el 0203 27712,
Leamington Spa. [C Computers,
43 Russell Streer. el (826 36244
Leamingion Slpn.. Iramlrﬁlun
Hobby Cenire, 121 Eegent Strecl
el 0926 29211.
Muneaton. Micro Ciy, 1a Queens
o e LM a1 Reperc

AN WL, - e nil rect.
l':-ll‘g O7EE 70522 o

WEST MIDLANDS
Birmingham. Boots, Cuy Centre
House, 16-17 New Street
Tek 021643 7582
Birmingham. Laskys 19-21
o alion Sireel
Tek 021-632 6303,
Dudley. Central Computers,
15 Churchill Precinct
Tel: D3R4 235149,
StnurbridF+ Walters Computer
Systems. 12 Hagley Koad
el 0384 370811,
Walsall New Honzon, | Goodall
Street Tel 0922 24821,
West Bromwich. [35 "cakman,

7 Queens Square. Tek 021-525 7910,
YORKESHIRE
Bradford. Boots, 11 Darley Strect

el D274 190E9],

Leeds Hmu.t 1% Albion Arcade,
Bond Street Centre

Tel 0532 33551

Sheflield. [.askys, 58 |.eopold
Streel el 0742 750871,

York York Computer Centre,

7 Stonegate Arcade.

Tek 41842,

micronet.

L |
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Frugmmlng in BASIC

When you have been involved
in computing for several years
you tend to forget what it was
like to be a raw beginner.
Browsing through *‘Program-
ming in BASIC"* brought back
memories of those restless
nights spent contemplating such
earth shattering questions as
“What is the difference be-
tween numeric and string
variables’’ — we've all been
through it.

The book begins at the most
elementary level possible, the
first program that 1 encounter-
ed was 10 PRINT “END OF
CHAPTER ONE" 20 END. As
the book is obviously aimed at
the absolute beginner, 1 was
puzzled by the next sentence
which told the user to save the
program to disc. How many
absolute beginners have access
to a disc drive? Normally by the
time vou have saved up for your
disc system you have progressed
far beyond the bounds of this
text.

The dialect of BASIC used in
the book is APPLE BASIC.
Fortunately this is a fairly
standard form of the language
so conversion of the programs
to run on your micro should
pose few problems.

At the beginning of the book
the authors emphasise that the
main aim of the book is not to
teach the user to write lines of
code. They hope to introduce
the user to the concepts of
program specification, design,
and finally, implementation.
These skills are not language
specific and should therefore
remain useful no matter in
which language, or languages
you eventually specialise.

The book certainly covered
all of the areas that it set out to,
but I found the layout to be
rather cluttered and some of the
explanatory diagrams rather
confusing. J.R.

Price: £4.95
Publisher: John Wiley and Sons

Author: John Cookson and
lain Richmond
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Good BASIC
Programming with the
BBC Microcomputer

The majority of home computer
users in the country are self-
taught, they have been through
the routine of late nights and
well-thumbed manuals and
emerged at the other end quite
capable of writing computer
programs which work. It wasn’t
until 1 joined a local computer
club that 1 was introduced to
the pleasures of good program-
ming. With* the release of
Margaret White's new book it is
possible for newcomers to com-
puting to develop good habits
from the beginning, or old
hands to see what they have
been missing.

The book tackles program-
ming by dividing program
production into several logical
stages. Having decided upon
the specification for vyour
program (i.e. what you want it
to do) you are lead into the area
of program design. This is dealt
with using both flow charts and
a generalised form of coding,
both of which are used to
describe the same program.
This generalised coding con-
tains structures that are found
in several high level languages
e.g. IF ELSEIF ENDIF, CASE
ENDCASE, LOOP END-
LOOP. As these are not
implemented on the BBC 1
cannot help feeling that they
may lead to some confusion
amongst some of the less
experienced readers.

The largest part of the book
explores BASIC in such a way
that it could also be used by
owners of other machines.

The book is written using
very sound techniques and is an
ideal way for the self-taught
BASIC programmer to get onto
the straight and narrow before
it’s too late. J.R.

Price: £5.50
Publisher: Macmillan

Author: Margaret White

Interfacing and
Robotics on the BBC
Micro

“Control the running of a
power station with your
computer!"" is one of the
slogans that has formed part of
the sales claims of many com-
puters in the past. ‘“‘Interfacing
and Robotics on the BBC
Micro'' may not exactly fulfill
this purpose but it provides the
necessary knowledge to enable
you to free your BBC from the
confines of its cream box and
begin to control various devices
in the real world.

The book tackles the subject
in a logical manner, thought-
fully providing a chapter on the
theory behind much of the elec-
tronics (for dummies like me).
It moves on to circuit board
design and production, hints
and tips on soldering, and
finally into the heavy stuff of
explaining the various ports on
the BBC and projects of varying
difficulty. The projects include
a graphics digitiser, an X-Y
plotter, a robot arm, and finally
a computer controlled house!

The book expects the reader
to be a competent BASIC pro-
grammer and preferably have
some knowledge of assembly
language. In both cases the pro-
grams provided are fully anno-
tated allowing them to be easily
understood and therefore
modified should the user wish
to improve the projects at a
later date.

Electronics was a subject that
I was never taught at school,
and 1 have never even thought
about delving into the hardware
side of my BBC computer, yet
after reading Mr. Bradley’s
book I feel excited about the
whole idea. The book has been
written in such a clear and
concise way that it cannot help
but instil confidence in the
reader. J.R.

Price: £15.95
Publisher: Micro Press
Author: Ray Bradley




A great deal of movement this
week but no new entries.

The top spot has changed
again and it will be interesting
to see how long the Fist can

keep hold of its current
position.
Hypersports brings the

number of Imagine games in the
top 20 to two. I thought that
after last vyears events that
would never happen again.
Well, you can't be right all the
time.

In the lower reaches of the
chart we have a number of new
entries. Highest of these being
the superb graphic game from
Quicksilva, Glass.

Other new entries, all below
45, are Graham Gooch's Test
Cricket, Spectipede, Dynamite
Dan and Subsunk. We will have
to wait for another fortnight to
see if they can move any higher,

For those who like statistics
the longest stayer in the chart
this week is Daley Thompson
with over 35 weeks in the
running. Football Manager has
also been there for 35 weeks!

D b b

Compiled by Gallup for the industry’'s weekly trade magazine, Computer and Software Retailing
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PUBLISHER

A 1-- Way of H;IE' Exﬂlﬂdiﬂg Fist Melbourne House
A 2 Hypersports Imagine
& 34 Soft Aid Various
Y 4 Elite Firebird
[ ] 5 Cauldron Palace
A 6 Rocco Gremilin
' 7 Jet Sat Willy 2 Software Projects
A 8 Combat Lynx Durrell
A 9 Action Biker Mastertronic
Y 10 Spy Hunter US Gold
Y 11 Rocky Horror Show CRL
A 12 Daley Thompson's Decathlon Ocean
A 13 Spy vs Spy Bayond
¥ 14 Alien 8 Ultimate
® 15 World Series Basehall Imagine
Y 16 View to a Kill Domiark
A 17 Gremlins Adventure Int
Y 18 Pitstop 2 Epyx/US Gold
Y 18 Shadowfire Beyond
Y 20 Knight Lore Ultimate
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Jat Sat Willy 2 | 5 Elita
Softweare Projects Acormaoll
Spy Vs Spy | B  Mini Office
Bayand | Aardvark
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US Gold | . E-upuﬂ-tqn Sof hwang
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Way of the Exploding Fist

Medbourne Housa

Elitm

Firabend

Soft Ald

Varigus

Pitatop 2

Us Gold

International Teannis

Commodore

International Basketball

Commodore
\Dambusters

US Gold

Action Biker

Mastertronic

Kik Start

Mastertromic

Impossible Mission

Epyx/LUS Gold

For details contact John Sorrenti. Computer and Software Retailing. No. 1 Golden Square. London W1R 3AB. 01 437 0626
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Oric oddments

In vour sixth E'LTIIi‘-.'ll.? on
BASIC conversion you .
printed that the oric doesn't
have any commands for the
loading/saving of basic
variables.

Although the Oric-1
hasn't got any commands
the Atmos has the following
for saving arrays, STORE
a$,**filename’” or STORE
a.**filename™ or STORE
a% . filename™’.

Store saves the complete
array only. For loading ol
arrays the Atmos has the
following, RECALL a3,
“filename’’ or RECALL a,
“filename’’, or RECALL
a%,**filename’’.

- When using RECALL the
\ array must have been

\ dimmed first, eg 10
RECALL a$,DIM AB3(x)
RECALL AS$,"filename’’.
Where x is the number ol
how many dimensions the
array AS has.

How about a few more

Capital complaint

———
Review revival

I would like 1o put a few
points forward about vour
magazine. | purchased yvour
mag when the new-look
edition came out and as |
am a T1-99/4A user I've
noticed there have only been
a lew reviews lor it since the
change round.

F'here are many new tape
games oul now and even
more cartridges so what is
wrong with reviewing games
like Zork,1,2,3 or Hitch-
Hikers Guide 1o the Galaxy?
Ihe few programs that yvou
do review are always tapes

not cartridges!

In HCW 119 vou wrole
about sound lor different
computers. Why write about
sound for the Specirum
which 1sn’t very good at all

As a regular reader of HCW
I'am a little disappointed
with the new layour. No one
Db_ji:::lr«_ to the five-pence
price rise but 11 would
appear that all we have in
exchange is a greal deal
more adverts.

I appreciate thar vou
could not exist without
advertising, but it gets a bii
boring when there is 100
much. Where are all the
Lﬂnginn based compuier
repairers? They don’t seem
to exist!! All adverts seem 1o
be from firms ourside
London.

Tfu.r:. it’s not your fauli
hul_ll 5 time London
engineers pulled their fingers
out and started advertising
for London computer
owners in our London based
magazine, HCWw,

In your reviews i is rarely

T
1%

I‘? \ soliware H:"-'il_-f“"': HI“:‘ : but leave owt the T1 which !“ﬂ;“tlif:]'ﬂlfﬂ 13 the game 15
'.:I:I' | '"-,I [‘H.‘rlhil['i”- a hﬂ:ﬂ“ﬂrf chart lor has some ol the best sound joystick or cursor controlled
;{::.l o' Oric owners? around? | must say however I ":” both. F‘f—'l'l-"iII.ZI'I'tl."i'.*-. like
j"f i) - that your magazine is way "fl"-‘*ﬂu. who find the hard-
l'f!.. D Goodrum, Norwich ahead of the others when it ware 1oo €xpensive and have
{ﬁ- ‘ R LRI A M | Problems using a joystick |
A We are sorry if we caused would find this information
‘:’5} \ any confusion mmrgur Darran Parker, Giltbrook, most helpful.
VA conversion chart. The Notts
% \ ¥ Atmos does have those com- § L T Rees, London N1
A\ N mands but ORIC | doesn't. e
'{':' IE*. With regard to reviews we — Ll
i:}, \ M can only reflect the software 45499 REM West Germany
j'l '.III ‘I.I. I’H'l:l'rlﬁl-'?; 'E”- Ihf ”fﬂf”?ﬁl’p Ur b:_'-lﬂﬂ LET p=@:. GO SUBE 1208 ’ \ L
"ﬂ? ikeeioring ORIC oA 5°5°, "0 °8 T0 133 PRINT AT ¢,4; PAPER &3 IN —
I'Ij., l'-! being released we cannol £538 LET p=6: GO SUB 1498 L =
I ‘I' AU A review them! 4558 RETURN 1
|
1 sHEHYY RKEHM India
5. 490@ LET p=7: GO SUPR 1300 B!
&71@ LET p=4: GO SUB 1400
Whnnps 4928 FOR =2 TO 7: PRINT AT #,4; BRIGHT 1; PA
FER &3 I M e == el il el sl I IR il "2 NEXT
ue 1o an unexpected error i
Due 1 I i

with our Spectrum printer
interface the World Flags
listing in HCW 121 was
printed incorrectly.

The vser defined graphics
were printed as spaces in
lines 6510,6920,7020, 7500
and 8620,

S0 that you may correc
YOUr programs we prini
below the relevant sub-
routines and ask that vou
accept our apologies. The
program is worth the time,
honest!

| |

LETT

HOME COMPUTING WEEKLY 30 July 1985

Page 42

HY5l RETLURN

&999 REM Irish Rep
708 LET p=4: GO SUB 1500
/BLA LET p=7: GO SUB 1408

JBZA FOR =2 TO 19: PRINT AT #.208: BRIGHT 1:
FAFER &2 INE 2:"GiMEicciiaci-a®s MEXT #

A58 RETURN

7499 REM HNorway

Fo08 FOR f=2 TO 19: PRINT AT #.4:; PAPER &: IN
B 2™ e e 0 S T T e b b HEE": MEYT
Fald GO SUBE 2108

FaZ@ LET p=1: GD SUB 1BD@

Fa5old RETURM

HOYY REM U.S.5.H.

BSHOA LET p=2: GO SUBR 1006

B518 LET x=42: LET v=144: LET s=5: INK &: BO
SUBR 198A: 1Mk 7

B&2@ PRINT AT 5,7:; PAFER 23 INKE b3 “zaT &,
a3 Lo rFE®

H4HSE RETURN

N J 1

M\ \J



NICK FALDO

PLAYS THE

Runs on both
Spectrum 48K

and CBMo64

Accurate
900 screen :
scrolling mapofthe N\
Royal St. George’s : 2
Golf Course, venue for the
Open Championship 1985.
Can you make par on this
course of Champions? With strong
winds and deep bunkers you'll need all
the help your caddy can give you. Full
anmimation and live action bring your game to life.
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Argus Press Software Lid., Liberty House, 2
222 Regent Street, .
London WIR 7TDB .
Telephone 01-439 0666 E
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e e 01-437 0699
= EXT 322.

Semi display: £7.10 per single column centimetre

Ring for information on series bookings discounts. eNd youi requirenscuts to:

David Horne

All advertisements in this section must be prepaid. ASP LTD.
Advertisements are accepted subject 1o the terms and 1 Golden S{I“HT’E,
conditions printed on the advertisement rate card (available on request). London WIR 3AB
n::e;sﬂrigs COMMODORE MSX Speech Synthesiser program.
C16 r_~.-‘u_ !-L[H.‘-.‘iEﬂ hardware needed. £3 for
ST : isting. Firefly Software, 8 Pools-
CASSETTE HIRE
1 _ ST # HE TOP GAMES ford Road, London NW¢ 3
: COMMODORE 64 ORIC, ATMOS, .-\j'l:i_lll.;:?!:l-tﬂ-.- EHE: I!tlliil! CI§ CAN NOW 2 NS GHE
Konami’s Hyper Shot game controller. COMMODORE 64, LYNX BE HIRED FROM TI-99/4A
£9.95 each, £18.95 pair. SOFTWARE LIBRARY
[ Prices include P&P and VAT, Suitable 1o DABSOFT s r
play Konami's Hyper Sports and other Over 150 Oric and 200 LIBRARY CONSTANTLY UPDATED o m“rE
sports simulator games. Only available > : AS NEW GAMES BECOME
- iy . - L':?m"mf-}_mfdﬁ‘* l_llllﬂf-- AVAILABLE. MEMBERSHIP FEE OF TI-99/4A -
Konami Lid, Television House, Stamp for details:- =39 INCLUDES 2 FREE RENTALS Soccer Si S
269 Field End Rosd, Easteote, Ruislip, LeswWilson 100 Blenhel ONE PRICE FOR ANY GAMLE. (HCW % % % #); Pirate Iiland, board
Middx HA4 LS  Tel: 01-429 2446 Walk Corby. N hE" em pCHARGE OF £1.25 INC P&P game simulation (HCW %% % %'k T}
: Y. Northants. a oa T WA LS, FUR COMPLETE Cricket, limited overs test march (HCW
MEMBERSHIP KIT POST CHEQUE OR e el :
POSTAL ORDER TO 3 |} . 99 cach. 2 lor £8.99 or 3 for
. EI12.50 from: Dromeds Software, 56 Wells
To hire a computer and/or periph- DABSOFT wew otreet, Haciagden. Lancashire BB4 515

ﬂl’l‘lStl’ﬂﬂ erals by the week or month, please 39 GUILDFORD ROAD,
ﬁ;i We specialise in BBC and Apricot

h Bmar}f Eandna computers. Computer Hire Services BBC B/Electron/Dragon soliware

g{rﬁ.- B R 20 gt TR 294a Caledonian Road, London NI library — Membership £5.00. —
MALIC PEN: ;mﬂ::ﬁﬂl:lllmlh the ulimate IBIA‘ .]-apt':h l: ': "‘_}UI] oy P}I Slan]p fﬂr
ART wiility, Save o I-.J.pr wupplied with details. E. [I.H.'k["il'. “-” SH' HI':H-
loader sketch, or filled, £4,95, SYMBOL 464: heim Walk, Corby, Northants.

Lresign your own letiering, copy pactifes Irom
anywhere or original. Save 1o tape phis decimal
prant-oiil. LSS, RIG LETTERS: By irsell in'y u
good, with the above, fantastic. Big letering 10 Altention Commodore, Amsirad, Atari,

0 piaels. Save 1o tape. £2.95, PAINT 464: BBC and M.S.X. users
Al the Dbl Tunction. Full or alternate lne, plug

program  subroutine supplied. £3.50. MOVYE
IT: Mowe the Mles produced aroond with this
handy utilisy. £2.50. THE ARTISTS EASEL: A
collection of inteprated graphic lonctions and
subroutines, ‘25 options plus MAGIC PEN,
plus 5YMBOL 464, plus BIG LETTERS, plus
PAINT 464, plus MOYE IT, plus AIRBRUSH,
phus SCREENED OMN FACILITY with hand-
Book. The complete collection: £9.95,

All price ing. p&p. Expont enguiries welcome

HINARY BANANA
Pl TELC, Park Crescent, Peterboraugh,
Tel: Peierboraugh 3121250

Announce-
ments

HIRESOFT TV COMPETITION
Winning ticket no:-
{white 91)
security code P16C3F46
Please claim prize now!!

HOME IN ON CLASSIFIED
SEND PIDGEON OR
PHONE DAVE ON
01 437 0699 ex 322

Educcation
& Tuition

Mainframe compuier programming
tuition by experienced programmer.
Cobol, Assembler, systems analysis
Intensive part-time course. 01-935
2045,

WD Software

For the QL:—

WD Utilities (3rd ed) (base £5.50)

Print 60-file DIRectory or view it on one screen, one-key LOAD. COPY or PRINT 60 files
with one key [allows for namesakes). Multiple FORMATtInG to prevent corruption by
stretchung of tape. TOOLkit to g dated, numbered modules in prograem development.
PRUNE old files 1o release space (one key DELETEs a file), Full instructions in QUILL file.
Use up to & EXTRA MICRODRIVES [add on your Spectrum onas]]

WD Utilities for CST Q-Discs (base £8)
100-file capacity, for CST/ Computamate disc system AND up to 4 axtra microdrives. User-
friendly timesavers,

RefQL (3rd ed) (base £3)
500 useful OL references in an ARCHIVE file (too long for one cartridge with Utilities and

Morse.
For the Spectrum/QL/IBBC

WD Morse Tutor (base £4)

From absolute beginner to beyond RYA and Amateur Radio receiing. Adjust pitch. Set
spead o your test level (4-18 wpml. Leam from single characters, via groups with wida
spaces 1o random sentences; decrease spacing to normal. Wite down what you hear, then
CHECE on Screen or Printer (or speach for Spectrum with Currah MicroSpeech). Also own
message, random ligures, letters or miboed.

For Spectrum 48K

Tradewind (basa £4)
Sadling/ rading strategy game with graphic surprises,
Jersay Quest (base £4)
Toxt adventure with Bargerac and the Dragon (not disc).

PRICES lincl Europe postage — elsewhere add £1)
Spectrum/BBC cassettes — base price only
QL or Spectrum Microdrives — £2.00/cartridge plus base price
84" Floppies, £2: 3% Floppies, £6 (please state format wanted).
Two or more programs on one medium — pay medium + base. e.g. WD Utilities and
HetQL for £10.50, but IMPOSSIBLE to mix OL/BBC/Spectrum programs on ong madium
Send ‘;’E:I..lg cartridge and pay base price but FORMATed it FIRST in your DRIVE 1
comipatibali

WD Software, Hilltop, 5t Mary, Jersey. Tel (0534) 81392

CLASSIFIED - RING

01-437 0699

THERE'S A WHOLE
LIBRARY OF SOFTWARE
FOR YOU AT THE
MIDLAND COMPUTER
LIBRARY

® [ hoose [rom the very
Eatest titles
# Hire from just £1.2%
ime. p+p for 7 days
* Hire as many games as you
wilhl
* All games are originals with Tull
documentation
* Business and educational sofiware oo
* Fast “return-of-post” service
* [Low prices if you want to buy
* |4 day moncy back guaraniee
® (roer 100 games in stock including US
ImipeG TS

MICLaHD
CIOMFPUTER

Please send a cheque of pl.l\l.1| ofder for £6.00
stating vour machine, or send a large SAE t1o:

Midland Compuiers Limiied,
28 College Street, Worcester WHI 251
Telephone: (005} &1 1072

Male wishes to communicate with
females using Amstrad mini-office
word processor. Send tape giving
file name and address. 74 Arthur
St, Withernsea HU19 2AU

Fhe contents of this publication, including all articles, plans, drawings and programs and all copynght and all other intelleciual property rights therein belong 1o Argus
Specialist Publications Lid, All rights conferred by the Law ol Copyright and other intelleciual property rights and by virtue of international copyright conventions are
«mulumllh reserved 1o Argus Specialist Publications Lid and any reproduction requires the prior written consent of the company

98BS Argus Specialist Publications Lid
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Nationwide COMPUTER REPAIRS
Wi arp the papirts, hanng senntind Seciae Compulers CLASSI FIED
5".0“5 and snce e miroduction of the X80
[on't wiide money on esbmales - we nepasr Sl
DE“IErs coempuiens 2 proce quobed [nchuive parts, labow
poskace. VAT, imespectve of faull. Mo hadden chorges T —
o Repars guaranieed for 1 mesliv.
o 24 The Parade, Spectium £18.75 inC parts
coMPUT Silverdale, Newcastle 2 ar i ORDER FOR“
16 KRam 99 nc
CABNEEE ... 0782 636911 Mcrorkve 1505 e pars
Official Acorn computer iertace 1-11 — £18.75 e parts
dealer and BBC service and BAC £22.00 + parts
Eleciron £19.95 + parts
information centre by = L. B
Huge stocks available backed up by
-.11p|‘1:=.[|q.'.1|1r.::.1 u:r'.:_':' dept for gll popular EE.T‘EME ﬁfﬂm B
i 2. Derect orders th Al | 1 - T
CHEVPALET N::[n““i;;f“;};?::l- 1 IICTONC Call of end welh chegue o P () 10 11§ 112 |
- T.¥. Services of Cambridge Lid e 1 — i
French's Rcad, Cambridoe. CB4 1NP i3 14 15 |
. g Tel 0273 31137 T e T R e e e
Repairs 'n NI e d J

Please place my advert in Home Computing Weekly for
Please indicate number of insertions reguired.
Would advertisers also add 15% VAT

OMLY 35p per word (minimum charge 15 words)
CLASSIFIED DEPT., HOME COMPUTING WEEKLY,
1 Golden Square, London WIR 3AB
Tel: 01-437 0699

spares
Register

wieks.

HEMEL COMPUTE
CENTRE LTD.

For fast reliable repair service
of vour SPECTRUM, BBC(,
DRAGON: ATARI and
COMMODORE computers. ¢,2

COMPUTER REPAIRS
IN SOUTHEND

SPECTRUM, BBL, ELECTROIN,

Send vour 16/48K Spectrum 1o M ame
CBM 64, VIC-20 us and we will repair and return
Spectrum £19.95 inc P&P it for £20 + £1.60 p&p Address

MINNIE MICRO ELECTRONICS
12 Easiern Esplanade, Southend
Tel: 0702 62033/ 615809

Dpen 7 days a week

Hemel Computer Centre Lid.,
52 High 51., Hemel Hempstead,
Heris HP1 3AF.

Tel: 0442 212436

lei. Mo, (Day)

lﬁl|1
— |

COMMODORE REPAIRS

Commodore repairs by Commodore

approved engineers. Repair prices VIC-20

modulator £8.00, VIC-200 £15, CBM o4

from £20, C2N from £9.00, 1541 from £30,

C6d PSU £13.30. Spectrum £16.50, Dragon
. £32, Electrons, Atar.

For more information SAE or telephone:
(: C Bance & Son, 3 Bordingion Road,
Barnham, Bucks SL1 THO)

Tel: (G2 61696

CHILTERN COMPUTER CENTRE

Fast reliable service
apecirum L1E incl.,

We alko repair BRL, Commodore, Chric,
Dragon disc drives and printers.
Ring 0582 455684 (or detals
Send compuier with details mel chegue 102
Newerown Compulers Lid (HOW),

s ene T6B Dallow Road,

E Luton, Beds E

Immerse yourself in Mastertronix info
by taking up our discount offer for
membership of the new Tronix club

astertronic, the budget
software label, has
recently launched a

new club for all its fans and in a
unique offer for HCW readers
we can give you a discount on
the membership fee.

Members of the club will
receive a quarterly club
magazine called Tronix, packed
full of interesting contents for
computer fans. For example the

quarterly!

Each new member will also
receive a free Tronix badge and
a free Tronix pen in their
membership pack.

There is one other free gift,
and we have saved the best until
last! Each new member can
choose one Mastertronic title,
from the full list, as a free gift.
This means that your member-
ship of the club costs you

first issue will feature full | nothing, Mastertronic games
details, photos and reviews of | themselves sell for £1.99 in the
the new Mastertronic titles, | shops.

including Nonterraqueous and
Clumsy Colin.

There will be a full length
story in each magazine and the
chance to enter interesting
competitions. The prize in the
first competition is a full set of
Mastertronic titles for your
machine and the chance to win
a rovalty contract. In case you
hadn’t already guessed, all you
have to do is design an original
game idea for a new
Mastertronic title.

Added to all this there will be

In all, club membership at
£1.99 would be a bargain but
with our exclusive special offer
we can give you a discount of
50p making the whole package
just £1.49, even less than the
cost of a Mastertronic game.

All you have to do to take
advantage of this offer is follow
the instructions on the coupon
and then you can look forward
to the postman staggering up
the drive with your new
members pack. Orders can only
be accepted, at this rate, with

readers letters, jokes and |the original coupon from
puzzles. In all it looks very | HCW, photocopies cannot be
similar to HCW but only | accepted.

CLASSIFIED - RING

01-437 0699
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Reader's hi-score table

Name Game Machine Score
James Donnan Chuckie Egg BBC 519,160 (level 38)
Pole Position BBC 112,570 (lap 8)
Shaun Lowe Bruce Lee Spectrum 547,450
Glenn Gilney Bruce Lee Spectrum 246,175
Mark Grove Zaxxon Cod 53,100
Pole Position Cod 89 480
Pooyan Cod 104,250
Breakdance Cod 3,917
Theatre Europe €64 96%
Helpline From the heart of

Here are some more Staff of
Karnath hints from lan
Longdon of Hinckley for the
C64 version.

To get the piece of the
pentancle in the library, shoot
it with the vercbors spell and
the skeleton won’t appear. In
the store room, shoot the
spider with the Ibrahim spell.

A ting will sound, so rush
through the kitchen to the
store room and the piece will
be on the floor. In the

Texas

| would like to congratulate
you on a great magazine. |
wonder if you could please
help me and my friends who
all own TI-99/4As. All we ask
15 could you please answer
these questions.

Are Pyramid from Mogul
and Wheeler Dealer from Mr
Chips Software Basic or
Extended Basic? Can [ order
direct from these companies?

good home.

_____...--"‘-'_

Nottingham obviously has
some very interesting computer
games (and stores) if this press
cutting from Tim Love is
anything to go by!

NOTTINGHAM TRADER PAGE 23
JUNE 26, 1985

Amstrad

é’ m'ﬁ K morning room, shoot the plant If you could help us it will

3R Herrar Show pot on the table a few times be so good, not just for us but

4. Dam ters with the Ibrahim spell from for other T1 owners.

5. Way Of The Exploding the left hand door. Keep up the good work and

Cyst The piece in the Timeless thank you for supporting the
room i5 ﬂb[ﬂi“'ﬂd I'_',}.- Ehﬂ'ﬂtiﬂg E.ﬂﬂd ﬂld TI-99/4A l.:lf'l']'ﬂrllllt.'r.
the carpet with the Throbin
C.B.M. 64 5]3{']], ﬂ"d lhc" acling .A. MC'"""T!; Huwpﬂr‘.l'
1. Nightlaw quickly. The serpent can be
2. Beach Head levitated using the Knossos

spell. All night Chuckie Egg

5. Super Pipeline - I have just read about your

m\" 5 Hh!" "“: ege addict, Stephen Doherty,

don Strest. unting Confacts in HCW 116, and I decided to
" write and tell vou about my

If any of you find any efforts, although it’s a long
mistakes of this kind in any time since I passed level 132.
other publication (including Last Christmas, my brother
HCW) please send them to us. received Chuckie Egg from my

You'll get a prize if we print parents and during most of the
it! holidays my brother, father,
sister and 1 were up until
about 2 am playing the game,
M.A.U, Club, e¢/o § ] Stanner, sometimes even all night.

fii Ef"fﬂ’;i ;:i::f;;ﬁ"gg Jl’ My mother abandoned us at
gnt. 11 pm. At the end of all this,

Father reached level 15, my

| am 18 years old and would :::?;ﬁ:ﬁ;; lzg:’_ﬂll:;e: ﬁ:.l HT}il ‘o

t:lfnumll:af-]ﬁf ':I t{} I?J ~OREOLS 46 with a score of 400,000 and

b : several empty coffee mugs.

The worst level so Far seems

David Chambers, 22 Reilly St, (o be level 32, the bug duck

Banbridge, Co Down -
: : keeps getling me! After that
Nerthern Ireland BT32 3DW the geese and ducks just seem

|'£?é£§?f£-| |mﬂﬂl to be getting faster and faster

R g : and now they tell me that
J e 48K ZX Spectrum and Chuckie Egg 2 has come oul.
| am willing to hear from

anyone who has an interest in Is 1!Ien: e ﬂ“! in sight for my
!-ip-m;imm machine code hr?'.'“ﬂ [.'“H"“ :
programming and }zrup];icx I i rEI'E."'E my misery | |:lﬂ'l-'i.'

. ; written this letter to vou, if
only to get a female name on
the high score table.

Manchester now has its very
own Amsirad Users Club
offering a monthly newsletter,
computer pen pals, a software
library and many more services
for Amstrad owners. For
further details write to:

—

Balancing Act

How many triangles are
needed to make the third pair
of scales balance?

G L Davies, 21 Lovel Rd,
I Speke, Liverpool 24 OST

ADERS P
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“These days, my favourite
things are in bits...”

WITCH'S CAULDRON EVERYONE'S A WALLY HERBERT'S DUMMY RUN
Hilarious Graphic adventure in which you 1st ever multi role arcade adventure. Help Baby Herbert has lost his mum and dad in
must regain your human form. Wally and his gang to stop the town falling the department store. Can you find them
“General rating: An excellent and original apart, for him? There's a pile of jelly babies in it if
adventure. Overall value: 10/10" - Crash “The graphics are excellent - GRAPHICS 10 You can.

- PLAYABILITY 10" - Computer & Video “General rating: more of the same excellent
Games, stuff”. Overall rating: 90% - Crash.
48K SPECTRUM & COMMODORE 64 48K SPECTRUM, COMMODORE 64 & 45K SPECTRUM & COMMODORE 64
£9.95 AMSTRAD CPC 464 £9.95
£9.95

Future Releases include: GLADIATOR, SHADOW OF THE UNICORN and BATTLE OF THE PLANETS. Watch Press for details.

MIKRORGEN

44 The Broadway
Bracknell, Berks.
0344 427317
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“What makes the game is the graphics — large, witty,
bizarre and beautifully animated . . . each screen has
something remarkable, and horribly difficult puzzles
. Dynamite Dan is not just another Miner surrogate
and is at least as essential to your collection.”
Popular Computing Weekly.

48K Spectrum/Spectrum+ £6.95

Maxwell House, Worship Street, London EC2A 2EN. Tel 01-377 4600
Trade orders to: Purnell Book Centre, Paulton, Bristol BS18 5LQ. Tel 0761 413301




